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For your Mappy T-Shirt send check 
or money order for $4.95 + 
$1.50 handling (add $1.00 
outside U.S.) to: 


Mappy T-Shirt 
1549 Sherman Ave. 
Evanston, IL 60201 


Specify child’s M or L 
or Adult SMLXL 
Allow 3-4 weeks for 
delivery. Illinois resi- 
dents add 6% sales tax. 
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We didn’t drop the ball 
building the best 
pool table possible. 


Dynamo knows an operator's biggest hang-up can often be” é | 


found inside his own_pool table. Balls get-_stuck in dead spots, - 
stack up in the table and refuse to vend properly. But not on 


Dynamo’s Big D pool table. After ten years of research, Dynamo 
re-designed the ball-drop system to be flawless. All-steel ramp 
construction eliminates dead spots. And a diagonally-braced 
ball flap allows all balls to vend at once. 


Dynamo’s Big D pool table is more than a game. It’s a solid, 
secure, maintenance-free investment. 


Call Dynamo today for the best coin-operated pool table ever 


i Dynamo 
1805 S. Great Southwest Parkway 
Grand Prairie, Texas 75051 


(214) 641-4286 1-800-527-6054 Telex: 752432 
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LOT 
LUGS 


Q-BITS® .. . the remarkable new keyed 
token system from Roger Williams Mint. 
It stops slugs, coins and unauthorized 
tokens. In fact, nothing will pass through 
it except a specially keyed Q-BIT token. 
There are a wide variety of key combina- 
tions available, and every buyer gets 
exclusive rights to one of them (within a 
150-mile radius). 

Conversion to Q-BITS is simple and 
inexpensive, whether you now use con- 
ventional tokens or not. Stock Q-BITS can 
be shipped immediately. Even personal- 
ized custom Q-BITS are available 
quickly. For prices and information, call 
toll free: (800) 225-2734. In Massachu- 
setts, call (617) 226-3310. Or write. 


Roger Williams Mint” 


Northwest Industrial Park, 
79 Walton Street, Attleboro, MA 02703 
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UP FRONT 


Shows provide information, 
contact with leaders 


At various state association and distributor shows, 
a prevailing comment from exhibitors is that operators 
are more serious. 

More serious? What does this mean? Knowing that 
the industry’s foundation is weakened by the tidal wave 
of change, those who are part of that foundation want 
to be around as the water subsides. 

Surviving means being keenly aware of what is 
happening and knowing what to do. And industry 


shows provide that information. Trade magazines, | 
which cover and condense these shows, serve as an 

umbilical cord of sorts. But meeting with fellow 

operators and industry leaders cannot be matched. 

Seminars sponsored by state associations are vital 
to every operator. These shows are planned with 
speakers who offer valuable advice about what 
operators need to know. 

Legislation is the tornado that has touched down 
in many cities and states. And every time a law is passed, 
it becomes that much easier to pass the next one. 

States are desperate for money. Taxing a fairly 
small group looks, on the surface, like a clear way out of 
debt. But it’s illogical to tax people out of business, and 
many laws border on this extreme. 

Of course, industry members know this, but the 
government won't believe it until state associations 
pound the facts at it. 

If you’re tired of hearing “row together or sink,”’ 
then get your paddle out and stick it in the water. 
Attend your state association show. Every operator, 
distributor, and manufacturer who supports his state 
association deserves a pat on the back and a round of 
applause. 

If you don’t feel that your association is worth 
supporting, maybe it needs you more than ever. It’s 
your business, your industry, and your fight. There is 
absolutely no excuse for you to sit back and let the “‘big 
guys” do the work. There aren’t that many big 
operations, but lots and lots of small operations wait- 
ing for your help. Don’t let them or yourself down. 

See you at your state association meeting. | 


Valerie Cognevich 
Executive Editor 
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Home videos 


In response to “The Invasion of the 
Home Video Games,” (May |, 1983, 
p. 8) I feel your reasoning with home 
video has a major shortcoming. 

It is, true, however, that new and 
better games will keep players coming 
back, just as new and better movies 
will encourage moviegoers. However, 
the movie industry does not release to 
the public for home or video rights 
until it has shown its product through 
many releases and, thus, given them 
fair return on investment. 

The video game manufacturers have 
not, and it seems, will not allow opera- 
tors an equitable amount of time to 
receive a fair return on investment 
before they release to the 
market. Just as Atari has announced 
the release or near releases to the home 
video market of Pole Position, Joust, 
Moon Patrol, and many current hit 
games. 

So, Louie, give us a break! There’s 
more here to the home video issue! 

Glenn A. Giannini 
Century Amusement 
Milford, Connecticut 


Serve your community 


An arcade is above all a place of 
entertainment. A well supervised 
arcade with strong rules and regula- 
tions can provide people of all ages 
with clean, safe entertainment. 

For young people especially, an 
arcade can be a cheap entertainment 
alternative set in a very wholesome 
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environment. 

Parents can use the local arcade to 
mind their kids while shopping or as a 
safe destination for dating children. 

Rules against smoking, loitering, 
and rowdy behavior help keep the 
arcade your best source of affordable 
family fun. 

Arcades attract many young people 
as customers, which adds an incum- 
bent responsibility to their role in the 
community. 

One way the arcade responds to this 
responsibility is by disseminating 


home 


information of interest to its younger 
customers through a community news 
bulletin center. 

A 4-foot by 6-foot space set in the 
change-making area (for maximum 
exposure) can provide customers with 
information on topics such as employ- 
ment, counseling, alcohol abuse, etc. 

Local charities, clubs, organizations, 
and school groups would all have 
access to this information center for 
maximum community benefit. 

One very important way an arcade 
can directly benefit the community is 


Audio Visual 
Amusements 


Offering the finest 


new and used 
equipment 


REPRESENTING LEADING FACTORIES 
@ SALES, PARTS, SERVICE @ 


ARCADE PLANNING 
SPECIALISTS 


Every new and used video 
in stock at all times 


YOU'VE TRIED THE REST, 
NOW TRY THE BEST 


WE’RE EAGER TO SERVE 


1809 Olive Street 
St. Louis, Missouri! 63103 


(314) 421-5100 


For further information, call Pete Entringer 
(collect) 


through bicycle safety. 

Either by direct sponsorship, or in 
conjunction with parents’ groups or 
the police, an arcade can help raise the 
public consciousness of young bicycle 
riders. 

One typical approach is to designate 
a date and place where children meet 
with their bikes to learn about and 
practice bicycle safety, under the strict 
guidance of a recognized safety expert. 
Children are taught the special respon- 
sibilities of bicycle ownership. 

As an incentive to get young people 


DESIGNATED HIT 


to participate, the arcade would give 
each child a number of free game 
cards, redeemable for games at the 
center. Upon completing the course in 
safety, additional games could be 
awarded. 

Another direct benefit your arcade 
can have is providing young people 
with school achievement incentives. 

A well-run arcade would award free 
games to students who have shown 
academic excellence. 

Typically, students are told to bring 
their report cards to the arcade, where 


they are awarded two free games for 
every “A” they receive and one free 
game for every “B”. 

Arcades can do even more to pro- 
vide incentives for school children. 

In cooperation with the schools, an 
arcade could arrange special treatment 
to reward their honor students. Groups 
of honor students could be treated to 
special free play hours as extra reward 
for their hard work. 

In addition, school clubs and organi- 
zations could benefit from special 
group rates at the arcade, for either 
fund raising events or club outings. 

One very important way an arcade 
can benefit the community at large is 
through active support of programs 
like Operation Trace. 

Operation Trace is an effort to aid 
authorities in cases where children 
have run away, been abducted, or 


; : otherwise disappeared, by photo- 
Sige eee graphing and fingerprinting them 


With the Bases Loaded in Video Markets, 
Your Game Plan Could Use a New Pitch 


The competitive technology in elec- 
tronic video products has begun to 
saturate the market, and you may be feel- 
ing the pinch. If so, we ve got a product 
that can put you on first base with new 
and existing customers, and help you get 
more mileage from your sales calls. It's 
the remarkable SUPERSCAN 
display console from Superscope, a ver- 
satile, self-contained information system 
that’s economical and easy to use. 
Whether sold or leased, the 
SUPERSCAN console can effectively 
meet your customers merchandising 
needs and virtually eliminate the expense 
of throwaway signage. 

The name of the game is communica- 
tion, whether it's advertising, promotions, 
point-of-sale merchandising or information 
vital to the business. Anything your 
customer needs to tell his clients can be 
said best with a SUPERSCAN console, 
and its eye-catching graphics can work for 
him 24 hours a day. 

The SUPERSCAN console is the most 
advanced self-contained system on the 
market. It's completely portable and can 
be used anywhere, even on the wall. Our 


. subsidiary of Superscope, Inc., aNYSE company. 


SUPERSCAN creck 


MARANTZ PIANO COMPANY, INC. 
Box 460 © Morganton, North Carolina 28655 ¢ (704) 437-7135 
SUPERSCAN is a trademark owned by SUPERSCOPE, INC., for its visual display components. MARANTZ is a 


easy-to-use built-in keyboard allows it to 
be programmed, corrected or updated on 
the spot. Messages can be stored and in- 
put via magnetic tape, using a portable 
cassette recorder. We also provide fac- 
tory reprogrammable plug-in memory 
modules which can contain permanent 
messages of up to 200 words. 

The SUPERSCAN console can be 
your ticket to a brand new ball game in 
your vending operations. It's backed by a 
two-year limited warranty (the longest in 
the industry), and if anything ever goes 
wrong, we Il repair or replace it. We also 
offer technical assistance and custom 
programming through our toll free 
WATS line. 

In today s crowded market, the 
SUPERSCAN display console can give 
you a winning edge. It offers the most 
features and the greatest flexibility at a 
price far below that of comparable 
systems. Give us a call (toll-free 
1-800-438-7023) and let us show you 
what a hit the SUPERSCAN console can 


make in your business. 


© 1982 Marantz Piano Co. 


before they become victims. 

As a natural congregating point for 
youngsters, the arcade in your com- 
munity is the perfect place to spear- 
head the enlistment effort. Free games 
could be used as an inducement, and 
the picture taking and fingerprinting 
could take place right on the arcade 
premises. 

These are only a few of the many 
ways a well run arcade can serve your 
community. 

As an active member of the com- 
munity, your arcade must vigorously 
pursue any means at its disposal for an 
improved business and community 
environment. 

Brian Szad 
Szad Management Co. 
Chicopee, Massachusetts 
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“The operator is really going to like this 
game, Igor! He’ll be happy to know that 

we’re testing it in both 

arcades and street | 
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ELECTRONICS 


TAGO ELECTRONICS (800) 527-3639 
349 Exchange Drive, Arlington, Tx. 76011 In Texas (817) 860-8481 


VICTORY AT BUNKER HILL: 


VIDEO GAMES WIN IN 
REVOLUTIONARY WAR BATTLE AGAINST CRITICS 


military division, it might have 

raised its flag May 23 in Harvard 
Yard. On that day, without firing a 
shot, the industry achieved a great 
victory. 

In the seat of American intellec- 
tualism, social scientists, medical 
researchers, and educators gathered to 
announce in one clear, discernible 
voice that the video game is an exciting 
and useful means for the betterment of 
society. 

The occasion for the proclamation 
was a two-day conference titled “Video 
Games and Human Development: A 
Research Agenda for the ’80s.” The 
conference, sponsored by the Harvard 
Graduate School of Education, pro- 
vided a forum for the most extensive 
research yet conducted on video 
games. About 200 learning researchers, 
medical and social scientists, and 
games producers, as well as the busi- 
ness and media representatives 
attended. 

The symposium raised nearly as 
many questions as it answered about 
the uses of video games in medical and 
social rehabilitation and in education. 
It also confirmed the games play an 
essential role in the development of 
America’s youth and, even more 
emphatically,that they can be a posi- 
tive influence in the lives of children. 

“The symposium proved to be an 
excellent first step in showing the need 
for research in this area,” claimed 
Inabeth Miller of Harvard who 
organized and directed the conference. 

Miller said the conference estab- 
lished “credibility for a phenomenon 
people thought was frivolous.” She 
added that showing video game 
research was “respectable research” 
that would, she hoped, lead to funding 
for further studies from video game 
association and corporations, as well 
as from government agencies interested 
in the games for training purposes. 


| f the video game industry had a 


Industry studies 


But video game studies sponsored 
by the video game industry may lack 
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By Mike Shaw 


Herbert Kohl, teacher and writer, hopes 
video game equipment will be as 
available to schools where poor students 
attend as it is in schools that cater to 
students of wealthy families. 


credibility. Initial stories on the con- 
ference in the New York Times and 
Boston Globe played up Atari’s 
$40,000 gift to Harvard to stage the 
forum, intimating the happy findings 
were guaranteed by the grant. 

Miller, however, opened each ses- 
sion by insisting Harvard invited the 
speakers and formed the agenda 
without prejudice. The conference was 
to present provocative, and even 
adversary views on video games, she 
said hammering away at the reports. 

But little criticism of video games 
ever surfaced. Without exception, 
those who had researched videos as 
they affect social behavior, as they can 
be used in medical rehabilitation and 
in learning situations, found video 
games to exert positive influences on 
their patients or students. 

“What little research there is is 
overwhelmingly positive,” Miller said 
later summing up the symposium. 

Video games are so useful, research- 
ers found, because they are so capti- 
vating. 

Antonia Stone, a teacher in New 
York and New Jersey for 25 years, con- 
ducted studies on using computers to 
educate correctional institution 


inmates under a grant from the Ford 
Foundation. She found that video 
games were her most useful tools in 
getting convicts interested in learning 
things as basic as how to read and 
write. 

Patricia Greenfield, professor of 
psychology at UCLA, noted that “chil- 
dren learn better when there is active 
involvement,” rather than in the pas- 
sive role they play in most formal edu- 
cational circumstances. 

“Rather than mindless,” she said 
countering a popular criticism of the 
games, “video games incorporate 
types and degrees of complexities that 
are impossible in other games.” 

Video games teach youngsters how 
to deal with “multiple interactive vari- 
ables,” she said, “and that is what life 
is.” 

Greenfield’s discoveries came 
during her studies to determine the 
cognitive effects of video games in 
comparison to television. She found, 
as a byproduct of that study, that chil- 
dren unanimously preferred videos to 
2, 
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Videos help kids 


Sylvia Weir is a medical doctor and 
heads a computer science research lab 
at Massachusetts Institute of Tech- 
nology. In her work with autistic and 
dyslexic children, she found her ability 
to help children was greatly enhanced 
when she used computer games. She 
discovered that children were not only 
attracted to the games but received 
great satisfaction by being able to 
exert some control over movement 
and direction by manipulating the 
game controls. 

One of her students, Michael 
Murphy, progressed from almost total 
helplessness to one of the nation’s 
most brilliant computer programmers, 
and inthe transformation, became one 
of the most celebrated rehabilitative 
cases -in recent medical history. His 
capacity for spacial understanding 
might never have been discovered had 
Weir not introduced him to a video 
game. (continued on page 19) 
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We at Williams Electronics are intensely commit- 
ted to the distributors, operators and continued 
success of our industry. And that’s why we’re 
equally committed to protecting the rights to our 
video games. 


Right now the market is glutted with mediocre 
games that are dampening the public’s enthusiasm 
for video, and that’s hurting us all. Operators who 
knowingly or unknowingly buy cheap imitations 
of popular games can disappoint the players of the 
original versions, and miss out on profits they 
could earn with higher quality games. Plus, 
they’re faced with maintenance problems result- 
ing from slipshod manufacturing. Furthermore, 
unauthorized game duplications, alterations and 
conversions undermine the efforts of ethical dis- 
tributors who carry ‘“‘the real thing.’ 


Williams Electronics has always taken extraordi- 
nary care to design and produce only the highest- 
earning games. Virtually everyone is aware of the 
profitability; longevity and play appeal of our 
stars like DEFENDER, STARGATE, MAKE 
TRAX, ROBOTRON: 2084, MOON PATROL, 
JOUST, SINISTAR and BUBBLES. Everyone 
should also know that we own exclusive rights to 
each and every one of our video games—which 
means only we can duplicate or change our 
copyright material. With a record as sparkling as 
ours, we feel there’s no reason any person would 
even consider tampering with our games. 


For the good of the industry, we fully intend to — 
take all legal action necessary to prosecute any 
person or company that manufactures, sells, dis- 
tributes or operates any Williams video game in 
violation of copyright laws. 


ELECTRONICS, INC. 
| Chicago, IL 60618 
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TOP VIDEOS 
| Arcade Locations 


Fifteen of 29 videos (52%) with a response rate over 
ten percent have above average performances. 


Rating 
July 15 July1l June 15 
1. Pole Position/Atari ........ 100.0 1000 100.0 
* 2. Time Pilot/Centuri ......... 65.8 66.1 68.5 
* 3. Millipede/Atari ............ 65.2 63.7 66.6 
* 4. Xevious/Atari.............. 61.2 68.7 69.9 
5. Q’bert/Gottlieb ............ 59.3 65.4 65.1 
Provisionally Rated Videos 


(Above average performing games, with 
a response rate between 10—25%) 


Rating 
Provisional Ratings July 15 July] June 15 
Star Trek/Sega .::.........-..... 80.1 76.4 72.8 
Congo Bongo/Sega.......... 77.9 81.6 _ 
Food Fight/Atan..o3.0.65..: 725 68.7 63.9 
Bubbles/Williams............ 71.3 ~ _ 
Sinistar/Williams ............ 69.7 785 725 
Mapnpy/ Bal yo. 23 8 2 tae 67.8 70.4 80.8 
Zoo Keeper/Taito............ 63.5 71.0 65.3 
Buck Rogers/Sega........... 63.5 _ _ 
Bagman/Sterm.:........:.... 63.0 — - 
Mad Planets/Gottlieb........ 58.2 62.2 _ 
NOVELTY (non-videos) 


Arcade & Street Locations 


Five of 11 novelties (45%) with a response rate over 
ten percent have above average performances. 


Rating 
July 15 July1 June 15 
1. Skee-Ball/Skee-Ball ...... 100.0 99.9 _ 
DO ICROXEICE Weise sens * 95.3 96.0 = 
* 3. Big Strike/Williams....... 89.5 — - 
Provisionally Rated Novelties 


(Above average performing games, with 
a response rate between 10—25%) 


Rating 


Provisional Ratings July 15 July1 June l5 
Super Shifter/Bob’s Space 

OS OLS ie oe erst rahonra ners core 149.2 - — 
Happy Hammer/Norton ...... 106.6 _ — 


* Conditionally Rated—Weekly average 
- based on less than 50% response rate. 


TOP VIDEOS 
Street Locations 


Seventeen of 28 videos (61%) with a response rate 
over ten percent have above average performances. 


Rating 
July 15 July1 June 15 
* 1. Pole Position/Atari ........ 100.0 100.0 100.0 
* 2. Time Pilot/Centuri ......... 67.8 67.5 84.8 
* 3. Baby Pac-Man/Bally....... 63.6 = 13 
4. Ms. Pac-Man/Bally......... 62.2 57.9 62.8 
* 5. Q’bert/Gottlieb ............ 61.7 62.2 72.1 
yo Hoy a) bd oY 0 SX - "0 0 Ge ana ta aR 61.1 - _ 
* 7. Millipede/Atari............ 59.8 60.7 69.0 
8. Joust/Williams............. 58.5 58.0 64.1 
* 9. Mr. Do!/Universal .......... 58.4 67.2 77.4 
10. Popeye/Nintendo.......... 58.3 - - 
Provisionally Rated Videos 


(Above average performing games, with 
a response rate between 10—25%) 


Rating 


Provisional Ratings July 15 July1 June 15 
Congo Bongo/Sega.......... 95.3 — _ 
Bubbles/Williams............ 80.5 = 
Zoo Keeper/Taito............ 79.0 _ 81.9 
Sinistar/Williams ............ 76.3 66.9 67.6 
Mappy/ Bally 2 i050... 05 6 oes 74.2 - 83.1 
Bagman/Sterm)...... 626.36... 67.1 - 67.4 
Front Line/Talto .. 6 2............ 58.6 72.7 _ 
TOP PINBALLS 


Arcade & Street Locations 


Seven of 15 pinballs (47%) with a response rate over 
ten percent have above average performances. 


Rating 
July 15 July 1 June 15 
* 1. Defender/Williams....... 100.0 97.4 74.0 
* 2. Time Fantasy/Williams... 90.9 120.3 95.3 
* 3. Joust/Williams........... 62.5 126.0 108.0 
4. Eight Ball Deluxe/Bally .. 59.3 81.4 86.4 
x 5. Q*bert’s Quest/Gottlieb... 58.1 100.0 87.1 
Provisionally Rated Pinbalis 


(Above average performing games, with 
a response rate between 10—25%) 


Rating 


Provisional Ratings. July 15 Julyl June lf 
Super Orbit/Gottlieb ......... 56.8 — 93.2 
Warlok/Williams............. 56.8 = 76.3 
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WHIRLY BUCKET 
$1995 FAX 


$2095 W/BEACON & BELL ELEGANTE 
$2195 W/TICKET DISPENSER 


That Keeps Customers Playing 
While The Games Keep Earning. 


UPRIGHT 


©1983 Exidy, Inc. 


Ron M. Carrara, Scan Coin Inc.’s 
new eastern regional sales director, 
is responsible for corporate sales of 
the firm’s automated money- 
handling equipment, close contact 
with present dealers, and expand- 
ing the company’s dealer network. 
Carrara has 20 years of experience 
in the vending industry and for- 
merly was the sales director of the 
Macke Company. 


Nolan Lameka has been named vice 
president of finance and treasurer 
at the Wico Corporation. He is 
responsible for long-range planning 
and financial forecasting for Wico 
in this newly-created position. 
Lameka previously served as the 
company’s vice president and con- 
troller. 
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Pictured are the winners of the First Annual Southwest Kansas Video 
Showdown, sponsored by The Good Times Family Fun Center in Dodge 
City, Kansas. Contestants were given 15 minutes to achieve their highest 
possible scores on games including Galaga, Ms. Pac-Man, Centipede, 
Donkey Kong, and Dig Dug. 


John Barone and David Griese have joined Exidy’s marketing and sales 
staff. Barone has 10 years of marketing, sales, and management experience 
in the automobile industry, while Griese has been involved in marketing 
and sales for seven years in the office products industry. 
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AMERICA’ S. LEAUER, KIDDIE RIDES USA. 
If it’s new and money making, | We maintain the largest Best in service. Largest parts 11 years in the Children’s 
Kiddie Rides U.S.A. has it inventory of the latest, best —_ inventory in the business Amusement Industry. 


and has it FIRST. We represent money making rides in the with 8 full time technicians to 
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(continued from page 10) 


Video games can teach because they 
can entertain. It is an idea that his- 
torically found disfavor among tradi- 
tional educators, but more recently 
has been embraced by those looking 
for alternative ways to teach. 

“Good games are educational in 
themselves,” Tom Snyder told the con- 
ference. Snyder is a science and music 
teacher turned software developer. 
“The game has to be king if the moti- 
vation factor is going to be viable.” 

The Harvard forum demonstrated 
that the captivating qualities of video 
games have awakened clinical 
researchers to their uses. 

Psychologist William Lynch allowed 
brain injury patients to entertain 
themselves with video games while 
resting from rehabilitative treatment. 
He found by assessing their perfor- 
mances on video games, he could 
determine which fields of mental 
agility they had retained and measure 
the extent to which they could develop 
those areas. He discovered the same 
techniques were effective with the 
elderly and with alcoholics. 

Also Stephen Leff of Harvard 
Medical School conducted precursory 
studies that indicate the games can be 
useful in the rehabilitation of chroni- 
cally mentally ill patients, of whom 
there are more than 2 million in the 
United States. Confirming that “video 
games are the best things we have to 
get people’s attention,” Leff is using 
videos to improve the “daily life skills” 
of paranoids, schizophrenics, and the 
chronically depressed. 

Emanuel Donchin uses video games 
to understand the nature of stress and 
expertise in his work as head of the 
psychology department at the Uni- 
versity of Illinois. He has designed his 
own game, he calls it an adaptation of 
Star Castle, to measure how the brain 
reacts during interface with a machine. 

Aside from their uses in medicine 
and education, video games offer posi- 
tive social elements. Far from the 
under-informed and overpublished 
cries of parents that video games are 
detrimental to their children’s mental 
and social development, studies show 
the games are more reflective of cur- 
rent social mores than responsible for 
them. 

Dr.B. David Brooks of the Univer- 
sity of Southern California interviewed 
973 California youngsters in video 
arcades over a period of two years. He 
discovered the average player is a nor- 
mally social, above average student 
whose passion for video games is only 
one of a wide variety of interests and 
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Historic Harvard Yard is surrounded by the university’s main campus buildings. 


An opening session on video games and social behavior included Edna Mitchell 
(second from left) and B. David Brooks (on Mitchell’s left). 
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Emanuel Donchin, who chairs the Psychology Department at the University of 
Illinois, uses video games in his studies of brain potential 
during interaction with machines. 
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Atari videotaped proceedings for possible use in future 
public relations presentations. 


Exhibits featured a variety of consumer games but just one coin-op, 
an Atari Millipede. 


20 


activities. He found that only a small 
percentage of youngsters skip school 
to play video games and that there is 
no indication youngsters who frequent 
arcades are more inclined to become 
involved with alcohol and drugs than 
their peers who stay away from 
arcades. 


Edna Mitchell of Mills College in 
Oakland, California, has conducted 
studies on the impact of video games 
on families. She found that videos are 
a form of entertainment that brings the 
family together, that interactive and 
competitive video game play replaces 
the passive, non-communicative 
inactivity of watching TV. Mitchell 
particularly discovered the games 
bridge the gap between fathers and 
daughters like no other competitive 
sport. 

The studies presented at the Har- 
vard forum merely scratched the sur- 
face of the potential behavioral and 
medical uses of video games. 

Recognizing that, symposium orga- 
nizers, participants, and registrants 
agree it was a research agenda for the 
future. 

Yet, the findings of the researchers 
were deemed to be significant enough 
not only to inspire further academic 
research but to serve as guidelines for 
producers of the games, according to 
conference sponsors. 

“Hopefully, what was started here 
will influence video game organi- 
zations and corporations to cooperate 
with the academic world to begin to 
think together on developing market- 
able games that are better for kids,” 
Harvard’s Miller commented. 


Traditionalist Bostonians are not 
easily absorbed by fads—there is no 
Jane Fonda Workout syndrome evi- 
dent here. 


Similarly,the city and its neigh- 
boring communities have been hesi- 
tant to embrace video games. In fact, 
the games so offended their propriety 
that, less than a year ago, the mayor 
tried to institute legislation that would 
have run most of them out of town. 
One of Boston’s neighboring villas, 
Marshfield, did outlaw them. 

So it was the quintessential victory 
for video games that day in May, when 
suburban Cambridge sent the message 
across the Charles River and around 
the country that those who tried video 
games liked them—as a form of educa- 
tion, for rehabilitation, and as enter- 
tainment. They announced with 
finality that video games are here to 
Stay. ® 
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Van Brook is #1 World Wide 


A. Keeping our Customers Number One has made Van 
; Brook the Number One Leader in the Amusement & 
ATARI Vending Token Industry. No other supplier can offer you: 


e Immediate, same day shipment on Stock Tokens and 
Accessory Items. 

¢ Buy-Back Agreement 100% on Stock Tokens. 

¢ Special-Sized Token Wrappers. 

¢ Wide array of all necessary Signs and Stickers. 

* Accessory Items in stock for immediate shipment. 


* Token Mechs (Metal & Plastic, 48 different sizes 
and types). 

* Cradles & Cradle Kits. 

* Push Chutes (Complete, Single-Token & 
Double-Token). 

Replacement Slides for Push Chutes. 

English #515 Roll-Down Acceptors. 

English 4 x 4 Replacement Cradles. 

Klopp Token Counters. 

Kwik Koin Token Dispensers. 
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e Expert Technical Advice & Assistance, based on 
many years of experience. 

¢ Professional Artwork & Design Service at no charge. 

e Hundreds of attractive Stock Dies . 

¢ NOTES & QUOTES Promotion Booklet (up-dated 
and revised periodically). 

¢ Exporting Expertise -- We know the Export Market, 
and how to solve its complex problems. 

¢ Product Exellence -- Van Brook Standards of 
Precision and Quality Control are the highest in 
the Token Industry. 


Phone or write for catalog & samples 


ROLIDOME 


RECREATION 
CENTER 


Copyright © 1982 © Van Brook of Lexington, Inc. ¢ All Rights Reserved. 


VAN BROOK OF LEXINGTON, INC. ¢ P.O. BOX 5044, LEX. KY. 40555 
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JUKE FEE 
CHANGES 
PROPOSED 


A one time $50 jukebox royalty fee 
would be a reasonable charge and 
alleviate non-compliance with current 
compulsory license fees, according to 
proponents of a new jukebox royalty 
bill circulating among U.S. Senate 
members. 

The bill, sponsored by Nebraska 
Democrat Edward Zorinsky and sup- 
ported by the Amusement and Music 
Operators Association, calls for a $50 
license fee to be added to the price of 
new jukeboxes by American manu- 
facturers or importers of foreign-made 
pieces, and then paid to the copyright 
societies. 

Currently, operators face a S50 per 
year royalty fee in 1984 and an infla- 
tion adjustment of that rate in 1987. 

A Zorinsky staffer told Play Meter 
that members of the U.S. Congress 
have questioned the fees as being “a 
little too severe” in light of the 1982 
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Cost of Doing Business Survey con- 
ducted by AMOA and the University of 
Notre Dame. That study showed aver- 
age jukebox profits were less than $50 
per year. The 1983 survey, currently 
being compiled, is expected to show 
Similar figures. 

Zorinsky also contends the new 
measure would eliminate problems of 
non-compliance with the current fee 
requirements. Parties agree that only 
about one-third of the 1983 $25 com- 
pulsory fees have been paid. 

A spokesman for ASCAP said the 
Zorinsky proposal is “totally unac- 
ceptable” to that copyright society. He 
said sworn testimony by jukebox oper- 
ators at Copyright Royalty Tribunal 
hearings demonstrated that the Cost of 
Doing Business Survey statistics were 
“completely out of line with reality.” ¢ 


DACONO 
SUPPORTS AGE 
RESTRICTION 


If the city of Mesquite’s age ban 
reigns as the nation’s most publicized 
video game restriction, a similar regu- 
lation in Dacono, Colorado, is not far 
behind. And Dacono city attorney Pete 
Goter said that despite a 5th US. Circuit 
Court of Appeals ruling against the 
Mesquite ordinance, his town stands 
by an almost identical requirement 
that children under 16 must be accom- 
panied by a parent or guardian to 
play coin-operated video games. 

“We will amend it to tie up some 
loose ends,” Goter said. “But the fact 
that the Mesquite ruling was based on 
Texas law rather than the U.S. Constitu- 


tion enables us to stand by our ordi- 
nance.” 

The Dacono position is one of several 
different interpretations coming out of 
a court ruling that had been hoped 
would be a decisive case on coin 
game regulations, Aladdin‘s Castle v. 
City of Mesquite. (See Play Meter, May 
15, p. 14.) Local governments, anxious 
to regulate video games, and industry 
attorneys readying attacks on those 
regulations are having trouble figur- 
ing out how to use the long awaited 
decision. 

The ruling, issued March 31 by the 
Sth U.S. Circuit Court of Appeals (it had 
been returned there by the Supreme 
Court), found the Mesquite ordinance 
unconstitutional because it violates the 
rights of youngsters by banning them 
from playing video games without the 
accompaniment of an adult. 

Because that decision was based on 
Texas constitutional protection rather 
than the US. Constitution, industry 
lawyers outside of Texas find the ruling 
is not a carte blanche means of 
battling similarly restrictive ordinance 
provisions. 

The first published legal opinion of 
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For a thorough look into the 


most important issues in the 
coin-op industry, turn fo 
NEWS pages of PLAY METER- © 


PLAY METER'S news is backed by years of 
experience in the industry, by hours of 
interviews with the industry's news makers, — 
and by a dedication to uncover all sides of - 

the issues so you get the sfory right. 


what the Mesquite ruling will mean to 
future court battles on the subject of 
teens’ rights to play video games 
came in The National Law Journal. 

“The 5th Circuit's decision...rendered 
the federal constitutional issue moot,” 
wrote Journal staffer David Ranii. 
“Consequently, the potentially far- 
reaching impact of the case has been 
blunted. 


“However, although Aladdin's 
Castle (v. City of Mesquite) has no 
value as a precedent in other juris- 
dictions, some legal experts believe it 
could have a psychological effect.” 

Some industry attorneys currently 
involved in litigation are relying on 
the psychological effect of the Mes- 
quite decision. 

In Rochester, Michigan, attorney 


SUPER RIDER “ 
BUYERS BEWARE!! 


VENTURE LINE 


Incorporated, 
exclusive licensee in 


is the 
North America 


and South America of the video 
amusement game, SUPER RIDER. 

No one other than VENTURE LINE 
Incorporated, is authorized to 
manufacture, import, or distribute 
SUPER RIDER video amusement games 
or printed circuit boards in North and 


South America. 


VENTURE LINE intends to protect 
these rights through criminal and civil 
prosecution to the full extent of the law. 


BUYERS BEWARE!! 
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Terry Carr said his client Video Junc- 
tion will use the Mesquite decision in 
challenging the constitutionality of an 
ordinance that bans children under 17 
from playing coin-ops without an 
adult. 

Irving Taube of Manchester Music in 
New Hampshire said his attorney will 
use the Mesquite decision in its opposi- 
tion to a Derry ordinance prohibiting 
Children under 16 to play without an 
adult. 

Another school of thought sees Mes- 
quite principally as another of con- 
tinuing decisions that favor coin-op 
amusements in their regulation battles 
with communities. 

Professor Edward H. Ziegler of the 
University of Dayton School of Law 
wrote an article on the regulation of 
video games scheduled to appear in 
an issue of the Syracuse Law Review. 
In the article, he said the courts, over 
the last 15 or 20 years, have not been 
hesitant to question the public purpose 
involved in regulating amusements. 

“If a municipality enacts regulations 
which are restrictive, it knows it is 
going to be challenged in court, and 
the regulations are going to be looked 
at skeptically,” the Ziegler article said.e 


BUSHNELL, 
ATARI REUNITE 


Nolan Bushnell has assigned exclu- 
sive consumer rights to Atari for games 
he will soon produce for the coin-op 
market. Consequently, Atari dropped 
a lawsuit it filed against its Sunnyvale 
neighbor. 

On May 26, Atari and Bushnell'’s 
Pizza Time Theatre announced Atari 
would hold the exclusive home enter- 
tainment marketing rights to games 
Bushnell will produce through Sente 
Technologies as soon as his agree- 
ment not to compete with Atari expires 
on October 1, 1983. The agreement 
reunites Bushnell with the company he 
founded in 1972 and sold to Warner 
Communications in 1976. 

Atari filed suit against Bushnell April 
7, Claiming he violated his agreement 
not to compete by “intentionally and 
purposefully” publicizing his plans to 
manufacture and sell video games 
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once the agreement expired. (See 
Play Meter, June 1, p. 12.) 

Atari Chairman Raymond Kassar, 
expressing his pleasure over the 
reunion, called Bushnell “an acknowl- 
edged innovator in the video game 
and consumer electronics business.” 
Meanwhile, a spokeswoman for Pizza 
Time Theatre said Bushnell is pleased 
with the agreement “because he has 
always said he could never manu- 
facture for the home market.” 

As part of the agreement, Pizza Time 
and Atari concurred not to disclose 
any of the details of their contract. ¢ 


NEW YORK 
WITHDRAWS 
TAX THREAT 


Howard Herman of the New York 
City Music and Amusement Associ- 


Peach State 
Distributing Co. 


#7 In 
Reconditioning 
Equipment For 
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—USED GAME SPECIALS— 
ATARI 
ASt@rOlgs W/Risincicsieeees H)545 $350 
Asteroids Deluxe U/R ............ 350 
Battlezone (Mini)................. 250 
Centipede U/R.................. 1495 
ig. Bug UR cis wa eae eee GANS 1350 
Football (2 Players): socio sccdras 250 
Kangaroo UR. 63 is iasetiswrvcaes 895 
LIDGPSIOl WIR cond wedin keen ees 1295 
Missle Command U/R............ 450 
Quanta WR n.<2c¢hsia0badawes 1495 
Space Duel UVRy ciseee bse eias oa 595 
TOMpeSt WIT ce sien de idie sade eee 545 
TeMpest Gil -c2cc.wehoede va niwins 395 
CENTURI 
VanGuata WR. ciacicccnweizesesess 600 
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1040 Boulevard S.E. (P.O. Box 89147) 


ation and Steve Hochman of the New 
York State Coin Machine Association 
have combined to subdue a bill that 
would have taxed New York City’s 
15,000 coin-operated games and 
jukeboxes at $250 each. 

State Senator Roy Goodman devised 
the tax to provide the state with $18 
million it will lose if another bill to 


CINEMATRONICS 
Star Castle U/R................. $395 
Tallgunner/R 2k cscs awsweese os 395 
GREMLIN 
Blast icc sted hehe oak eeeey 250 
Blockade U/Ri ve icvce cea c eww cee ve 225 
PLOGOQSl UIR o.hs5 yan case teas 4 1195 
HeaG-On UR save ces dsenease adie, 325 
Monster Bash U/R .............. 1150 
haG SCAN / Ris ove ad Sewcchseeens 1250 
LEIKOWIUI ose coin agewre dee wtaes 895 
MIDWAY 
BOsContan U/A : cscs ever Ges aa das 795 
CiBIGKOW tie yeuxe eens Cec eaw aes 600 
GOW oc hccad seek Cun etaaeeerehes etn 650 
Gurl FIQnt UR occ r stink eeewe on 225 
LAaGuIa FRACer 5547 622iae ea seewrwen 350 
Omega Race................000es 625 
Pac: Man Uh: gexis vo ye decide sane 1495 
Sea Wolf UR + w086 vbw cds covkwas 300 
SOMr FOX O/A 4 ctesacowawane seeds 800 
Space invader ...6. 60660. benanees 325 
Space Invader Deluxe U/R........ 350 
SPACE 2aD 6 2ss55 evadenteatenesas 350 
TOW A ce seaataa melon akan ates 1195 
NINTENDO 
Donky KOng U/Ry ccasigee ess scan 1250 
Donky KONG’ G/1 5...%¢324 es ayndas 1150 
Donkey Kong, Jr. U/R........... 1595 
Donkey Kong, Jr. C/T ........... 1495 


For a Peach of a Deal in 
Reconditioned Equipment 
Call Peach State: 


Atlanta, GA 30312 In GA (404-622-4401) Out of GA (800-241-1346) 


exempt Manhattan residents from an 
8 percent parking surcharge is passed. 

But Herman and Hochman con- 
fronted Goodman in a Senate hallway 
one afternoon in late May and illu- 
strated how the tax could net the state 
only $4 million, some $14 million short 
of fulfilling the state’s designated pur- 
pose for creating the tax. 

Coin machine leaders throughout 
the state had reacted to lobby against 
the bill that had been written to per- 
tain only to New York City because 
they had feared it would later be 
enacted throughout the state, Hoch- 
man told Play Meter. 

The defeat of the Goodman bill 
marks another victory for New York 
operators who have a long history of 
dealing successfully with industry 
taxing legislation. 

The battle continues, though, Hoch- 
man indicated. 

“Right now there are 16 or 20 other 
bills to regulate or tax coin games 
floating around the state legislature,” 
he said. * 


STERN 
Aidan UJ Aew.2eetes eovedensaes $700 
Dark Planet U/R ................ 1095 
Scramble W/Aiiecn2 os ésidna0s Gasca 400 
super CODA UR ceca dewsdateexs 450 
Tutankham U/R................. 1495 
TAITO 
Jungle Hunt/King ............... 1795 
WILLIAMS 
Defender U/R.......... 0... cc eee 795 
Make Trax U/R ............ eee ee 695 
Aobotron: U/ Fess. dow kewese eos 1095 
Stargae: U/Aesy si eae yet kw ewe 1250 
—USED PINBALLS— 
Y WILLIAMS 
Black Jack...... 250 Blackout........ 550 
Evil Knieval ..... 300 Black Knight.... 525 


Flash Gordon ... 550 
Globetrotters... . 350 


Laser Ball....... 350 
Lucky Seven .... 295 


Ground Shaker.. 325 Stellar Wars..... 350 
KiSt- acawioessges 350 Super Man...... 325 
Lost World...... 250 Timewarp....... 350 
Mata Hari....... 300 
Medusa......... 700 
Night Rider ..... 200 
Paragon ........ 325 
Power Play ..... 200 


6 Million $ Man . 250 
Strikes & Spares 250 
Super Sonic .... 300 
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ITC STUDY 
‘MANDATORY’ 


Participation by video game manu- 
facturers in an International Trade 
Commission study of how American 
producers stack up against foreign 
competition has been made manda- 
tory. 

The commission decided to use its 
authority to force all American makers 
of video games and parts to answer its 
questionnaire so it can get acomplete 
picture of the industry, said Ralph 
Watkins, a commission analyst con- 
ducting the survey. 

The study, inspired by the rapid 
growth of the U.S. video game industry, 
will examine both arcade and home 
video game production in the U.S. and 
compare it to the video game indus- 
tries of other nations. (See Play Meter, 
June 15, p. 19.) It will assess the US. 
stature as producer, importer, and 


exporter of video games and offer an 
outlook for the future competitive posi- 
tion of the US. industry. 

As for coin-op games, the question- 
ndire will seek detailed quantitative 
and financial information on the pro- 
duction, sales, importing, and export- 
ing of dedicated games, as well as 
printed circuit boards, monitors, game 
controls, and other video game parts 
and systems. 

Watkins said some manufacturers 
actually requested the survey be 
made mandatory, while others indi- 
cated concern that proprietary infor- 
mation would be publicized. Among 
the worried companies is Nintendo. 
That firm has retained a New York law 
firm to protect its position. 

“The information will be treated 
confidentially,” Watkins asserted. “It 
will not be publicized ina manner that 
will reveal the individual operations of 
any firm.” 

Activities of the ITC are budgeted by 
the Senate and its commissioners are 
appointed by the president. It is con- 


sidered an independent government 
agency. As such, Watkins indicated, 
confidential information gathered 
during the video game study is not 
only safe from public view, but by law, 
the ITC cannot share that information 
with any other government agency. 
Watkins said the aggregated data is 
scheduled for publication January 27, 
1984. e 


THIEVES 
SET UP 
COMPANY 


Four employees of Silco West Inc. of 
Colorado, a division of the nation’s 
largest street operating company, 
were convicted of stealing games to 
set up their own operation. 

Bernard “Skip’’ Meyers, Darel Clark, 

(continued on page 31) 
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CALL YOUR DATA EAST DISTRIBUTOR TODAY. 
OR 


CALL OUR TOLL FREE NUMBER FOR YOUR NEAREST DISTRIBUTOR 
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SEGA Electronics, Inc., 16250 Technology Drive, San Diego, CA 92127, (619) 485-0910, TWX 910-336-1621 
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SEGA Europe, Ltd., 15 Old Bond Street, Mayfair, London, England, WIX 3DB, TLX 851-22512 
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Joe Gutierrez, and David McGrath 
were found guilty of felony theft of 45 
coin-operated video games, juke- 
boxes, cigarette machines, and mis- 
cellaneous parts recovered by the 
Denver police during the investigation 
of the crime. Because it was the first 
conviction for all the defendants, sen- 
tencing was deferred. They were set 
free after a warning that jail terms 
would result from any additional con- 
victions. 

Denver Detective Greg Cross, who 
led the investigation, said the thieves 
were working for Silco as mechanics, 
warehouse workers, and delivery and 
collection men. With Clark, a Silco 
warehouse foreman directing the 
effort, the four turned Silco locations 
and games into locations and games 
of their own. 

“They were intentionally giving 
poor service to get the proprietors to 
be susceptible to another operator,” 
Cross explained. 

At that point, Meyers, who quit Silco 


to pose as an alternate operator, 
appeared at the location to offer the 
same machines with a promise of 
better service. 

“The proprietor would call Silco and 
demand to have*the machines 
removed,” Cross offered. “And other 
members of the theft ring would pick 
them up. 

“Meyers would get the machines 
and put them back into the same loca- 
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(Michigan Toll Free 800-482-6569) 
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NEW ARRIVALS 


Congo Bongo ¢ Mad Planets 
Bubbles ¢ Journey 
Gyruss e Star Trek 

Zoo Keeper ¢ Sinistar 
Mappy ¢ Xevious 


FACTORY AUTHORIZED KITS 


Over 30 factory-authorized kits to convert your 
low-income generating games to new, more 
popular ones. Make your locations happy by 
supplying them with a “new" game at 1/3 of 
the investment! 


tion,’ Cross continued. “Only this time 
he would be collecting the revenues 
for himself.” 

Clark and Meyers had the coopera- 
tion of key members of the Denver 
Silco staff and were able to “lose” the 
removed machines by getting ware- 
house records altered. They also 
diverted some new games shipped to 
the Denver warehouse before they 
ever made it to a Silco location. 

Cross said the thieves had been 
operating at Silco for about a year, 
and they netted an estimated $40,000 
in collections from the stolen coin-op 
pieces. He added that Silco is still 
searching for 30 missing machines. 

Cross, who specializes in investi- 
gations in connection with coin-op 
amusements in Denver, said studies of 
other operating companies in the 
Denver area reveal the Silco style theft 
operation could be prevalent there. 
Although no other arrests have been 
made, Cross said that several com- 
panies have reported “lost” machines 
since the Silco thefts. 


USED GAMES 


Armor Attack 
Asteroids 

Battlezone 

Berzerk 

Centipede 

Donkey Kong 

Grand Champion.... 


Jungle King 
Kangaroo 

Kick-man 

Lost Tomb 

Make Trax 

Missile Command... 
Omega Race 


Space Invaders .... 
Space Fury 

Stargate 

Tempest 


Vanguard 
Wizard of Wor 


Plus hundreds more, new and used, in stock for immediate delivery. 
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Conditions leading to this type of 
theft, Cross indicated, are often pre- 
sent in large operations where it is 
difficult for top management to watch 
the movement of their games and 
vending machines. He said such firms 
can be vulnerable to habitual thieves 
who “float through the industry, from 
company to company, ripping off 
their employers.” 

Cross said Clark and Meyers had 
been fired from at least one other 
operating company for similar fraud- 
ulent activity, but that Silco had not 
uncovered their employment back- 
ground before hiring them. e 


AOE WEST 
PROGRAM 
SUSPENDED 


sponsors of the Amusement Opera- 
tors Exposition have suspended plans 


= 
TT 


to stage a fall West Coast seminar 
session. 

Instead,AOE co-sponsors Play Meter 
and Conference Management Cor- 
poration said they will concentrate 
their efforts on refining their seminar 
program for AOE ‘84 to be held in 
Chicago at the O'Hare Exposition 
Center, March 9-11. 

“Our extensive seminar offerings 
have been the most important factor 
in helping the AOE become one of the 
industry's major annual events,” noted 
Play Meter Publisher Ralph C. Lally. 
“In light of what we have been able to 
accomplish, we feel the industry will 
benefit by a comprehensive seminar 
on the West Coast. 

“But due to the amount of time it has 
taken to get commitments from new 
speakers for this effort and in light of a 
competing show, we are going to con- 
centrate all our efforts on intensifying 
the AOE ‘84 seminar program. Plans 
for a fall program will have to wait 
until we can be sure of offering a 
thorough program worth attending.” @ 


TELEX: 642284 


MONITORS 


Reverse Scanning 


Vertical or Horizontal Mounting 


Structurize to Replace WG and 


Electro Units 


Isolation Transformer 


UL and CSA Approval Pending 


MAGNETIC 
STRIPE CARDS 
AVAILABLE 


At least four companies have 
readied heretofore unavailable 
magnetic stripe card acceptors for 
games and vending machines at 
virtually the same time. 

In a recent article (June 15, p. 38-39), 
Play Meter introduced the industry to 
two companies selling magnetic stripe 
card systems that allow games to be 
activated by insertion of credit card- 
like units rather than coins or tokens. 

The systems are touted by their pro- 
ducers as eliminating the inconveni- 
ences and theft problems sometimes 
associated with coin operation. 

Now, two more companies have 
magnetic stripe card systems to sell to 
coin game and vending machine 
operators. 

“The recent jump in cigarette prices 


Eastern Micro Electronics, Inc. 


12D World’s Fair Drive 
Somerset, New Jersey 08873 
PHONE: 201/469-9690 


GALAXIAN Conversion Kit 


HSA 130 Power Supply 


Assembly 


Completely Wired control Panel 


Choice of PC Board 


Graphics 


DISTRIBUTORS WELCOME 
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e Title Panel 


Play Instructions © Manual 


Copyright 1982 UNIVERSAL CO., LTD. 
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ICS Model 8002 Usage Control Unit 


has given rise to the popularity of units 
like ours,” Gene Grosberg of Interface 
Control Systems (ICS) told Play Meter. 
“Keeping change available is a pro- 
blem for the location and just handling 
the coinage has become an expensive 
task.” 

The Model 8002 Usage Control Unit 
made by ICS of St. Louis also allows for 
games to be activated by the insertion 
of a valid coded magnetic stripe card. 
Unlike other companies offering coin- 
free adaptor units for games, ICS offers 
a card vending machine, something 
like a bill changer, which eliminates 
the need for location personnel to 
handle the sale of the cards. 

Thomas Automatics of Santa Clara 
calls its product the Coin-Free Debit 
Card System. It is composed of a cash 
accounting unit and a coin-free 
apparatus for each game or vending 
device. The cash accounting system is 
keyboard controlled to provide com- 
puterized accounting of all monies 
received and paid out by each of up 
to 25 employees. The system offers 
coin-free operation and complete 
location accountability. 

Makers of the devices are hopeful 
game manufacturers will soon 
include card-op devices as an option 
on video games. 

“We have talked to some manufac- 
turers about that possibility,” Grosberg 
said. ‘But we believe that only pressure 
from their distributors will get them to 
consider it.” ® 


EUROMAT 
WATCHES EEC 


A British coin machine association is 
concerned that European Economic 
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STOCK OR CUSTOM 


e SAME DAY SHIPMENT ON STOCK TOKENS 
e QUALITY ARTWORK AND DESIGN AT NO 
CHARGE 


e TOKENS ARE MINTED UNDER RIGID 
QUALITY CONTROL STANDARDS 


HOFFMAN & HOFFMAN 
CARMEL-BY-THE-SEA, CA 93921-0896 
408-625-5333 


% 
gt 
On 
NS We Cater To All Your 


Coin-operated Amusement Needs! 


Game Sales Infernafional 


* Immediate availability of 
Top Earners 

Excellent used and 
reconditioned equipment 
Expert service and board 
repair 

* No knock-offs 

Lowest Prices 


( 


| 5) Game Sales International 
For price 


quotes — Call Sandy 201-964-5230 
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Community regulations might affect 
brewery contracts. 

The association is worried the regu- 
lations may require taverns to obtain 
coin machines from a source selected 
by the brewery. But the problem was 
dismissed during the annual meeting 
of Euromat, an association of European 
coin-op trade leaders. 

The British concern was raised by 
Charles Henry, chairman ofthe English 
coin-op trade association. Henry ques- 
tioned the intent of an EEC ruling on 
excessive purchasing agreements 
which was to become economic policy 
on July 1. 

But Volker Drost of West Germany, a 
specialist in EEC matters, told Euromat 
members that the EEC would not, in all 
likelihood, consider regulations that 
would affect coin machine business. 

Under the principle of “subsidiarity,” 
Drost explained, the European group 
“should not undertake tasks at com- 
munity level if they can indeed be 
carried out to greater advantage by 
the member states. A task will only be 


IN NEW YORK 
NEW JERSEY, 

CONNECTICUT, 
& LOUISIANA, 


WE CAN SERVICE 
YOUR NEEDS! 


(We're Arcade Spedalists) 


COIN MACHINE 
DISTRIBUTORS, INC. 


@ 425 Fairview Park Dr. 
Elmsford, NY 10523 
(914) 347-3777 


@ 304 Murphy Road 
Hartford, CT 06114 
(2035) 276-6626 


@ 11800-1414 Industriaplex Bivd. 
Baton Rouge, LA 70810 
(504) 346-6916 


NYC: (212) 596-1265 
Li: (516) 222-4540 
NJ G CT: (600) 491-2112 
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Champion Baseball's main attraction is its demand 
on the player to utilize good strategy. 
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In early June, there were already 15,000 Champion Baseball games in Japan. 
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left for action by the EEC when it has 
been established that the EEC is better 
able to deal with it than are the mem- 
ber countries themselves.” e 


BASEBALL 
TAKES JAPAN 


Champion Baseball is creating a 
furor in Japan unlike any video game 
since Space Invaders, report execu- 
tives at Sega Enterprises, manufac- 
turer of the new video. 

Early in June, there were already 
15,000 Champion Baseball games on 
location in Japan, and the company 
had orders for 10,000 more. 

“When Space Invaders was so 
popular in Japan, they were turning 
entire locations into Space Jnvaders 
rooms,” Sega’s Bob Rembert remem- 


bered. “The same thing is happening 
with Champion Baseball.” 

Champion Baseball is designed to 
emulate the real game as much as 
possible. Its main attraction is its 
demand on the player to utilize good 
baseball strategy. 

“On offense, the player controls his 
hitters and the lead runner,” Rembert 
explained. “On defense he controls 
pitching and fielding plays. The 
machine is the opposing team.” 

Baseball has become the national 
pastime in Japan just asitisin America, 
and the June introduction of the game 
here was planned to take advantage 
of the country’s growing interest in the 
Major League Baseball season. Sega 
hopes that as the pennant races heat 
up, so will the demand for the game. 

Rembert is hopeful the excitement 
shown for the game in Japan will be 
repeated in America, sparking a new 
wave of player interest in video games. 
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heAVUNess 


More than 250 registrants 
(excluding exhibitors) attended 
the Pennsylvania Amusement 
and Music Machine Associa- 
tion’s first Exposition of Music and 
Games at the Monroeville Expo 
Center April 30-May |. Seminar 
topics focused on suggested 
solutions to industry concerns, 
technical expertise, and the future 
of the coin-op industry. 

PAMMA officers installed at the 
expo for 1983-84 are: Domenick 
Salvatore, president; Harvey 
Fischer, first vice president: 
William Fannasy Jr., second vice 
president; Randal Romani, 
secretary; Jack Houser, treasurer; 
and Louis Georges (former 
president), board chairman. 


* * * * * 


The Wisconsin Amusement 
and Music Operators (WAMO) 
held its 1983 state convention in 
Madison, Wisconsin, on May 13- 
15. Joe Phillips was rehired as 
executive director of the associa- 
tion for the next two years. 

AMOA President Wesley 
Lawson, in his address to WAMO 
members, called for unity and 
greater industry effort to discour- 
age punitive taxes, fees, and 
legislation. 

The next WAMO conference 
will be held in northern Wisconsin 
on August 20-21 and will feature a 
computer seminar. 


* * * * + 


Sidney Katz of Welsh & Katz, 
Midway's patent and copyright 
attorneys, received the Patent 
Resource Group (PRG) annual 
prize for 1982 for the “creative, 
unobvious approach to protecting 
video game technology through 
copyright enforcement of the 
audio-visual work embodied in a 
game.’ The award is given 
annually for a ‘significant 
contribution to the progress of 
science and the useful arts 
through an enduring work in the 
law of property in science and 
technology.” Katz received an 
engraved sterling silver tray and 
$2,500 (which he is donating to the 
American Heart Association) at 
the May 4 PRG Annual Award 
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dinner. 


* * * # 


Sega Electronics Inc. has 
established a 24-hour rapid return 
on serviced parts sent to the 
factory for repair, effective May 
16. The 24-hour turnaround 
applies to all game electronic 
assemblies and printed circuit 
boards, power supplies, and in 
most cases, switching regulators 
and monitors. This service makes 
it possible for a down machine to 
be back in operation in as few as 
three days, company officials 
said. 

sega customer service numbers 
are: technical service nationwide: 
800/854-1938; in California: 800/ 
722-8576; parts ordering nation- 
wide: 800/854-1900; in California: 
800/722-8575. 
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Music Service Pool Leagues 
hosted a tournament for 90 teams 
on April 15-17 in Marshall, Minne- 
sota. Placing first in the Men’s A 
Division was the Ronning Racquet- 
ball Club of Dawson, Minnesota. 
Winning the Ladies’ Division title 
was Michael's On the Main from 
Marshall, Minnesota. Top finishers 
moved on to the Valley Interna- 
tional 8-ball Team Tournament in 
Milwaukee in June. 


* * * # 


Operators from Washington, 
Montana, and Idaho attended 
Music-Vend Distributing Com- 
pany’s post-AOE show at the 
company’s newly-opened Spo- 
kane branch. 

Branch manager Carl Rogers 
and sales representative Lamar 
Forque were hosts for the April 6 
show. Music-Vend also sponsored 
a show for Alaskan operators on 
April 20. 


* * % * 


Circle International Co. Inc. 
has added Dan Gonzales as a 
sales representative. Gonzales is 
the former director of purchasing 
at Sega and has been involved in 
the coin-op industry for eight 
years. 

—By Dawn Adorno 


THE 
CALENDAR 


June 22—24 
The First Annual Industry Survival 
Seminar, sponsored by the National 
Coin Machine Institute, Inc. (NCMI), 
Marriott Hotel, Orlando, FL 


July 15—17 
Montana Coin Machine Operators 
Association, Bozeman 


July 25—29 

Tenth Annual Conference on Com- 
puter Graphics and Interactive Tech- 
niques, Conference Office: 1141 East 
Wacker Dr., Chicago, IL. Sponsored 
by the Association for Computing 
Machinery’s Special Interest Group 
on Computer Graphics, Engineering 
Society of Detroit, IEEE Technical 
Committee on Computer Graphics, 
and Eurographics. Detroit, MI 


September 6— 1 1 
North Carolina Coin Operators Asso- 
ciation (NCCOA) Convention and 
Trade Show, Hyatt House & Conven- 
tion Center, Winston-Salem, NC 


_ September 22—25 
West Virginia Music and Vending 
Association, Ramada Inn, South 
Charleston, WV 


September 23—25 
The New York State Coin Machine 
Association (NYSCMA) Annual 
Membership Meeting, Holiday Inn, 
Lake Placid, NY 


October 7—68 
Amusement and Music Operators of 
Virginia “Silver Jubilee” Trade Show, 
John Marshall Hotel, Richmond 


October 13—16 
42th ENADA (National Exhibition of 
Automatic Amusement Machines) 
Congress Building, EUR, Rome 


October 19—16 
National Convention-Exhibit of 
Vending and Foodservice Manage- 
ment, McCormick Place, Chicago 


October 27—30 
AMOA Exposition 1983, The River- 


. gate, New Orleans, LA, Hilton Hotel, 


headquarters 


November 16—20 
1983 IAAPA Trade Show, The River- 
gate, New Orleans, LA 


November 20—25 
INCOMAT ‘83 (International Coin- 
Operated-Machines-Exhibition and 
Congress) Vienna Congress-Center, 
Oberlaa, Vienna 
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ike hopeful shepherds follow- 
ing the star in the East, coin 
game operators await the com- 
ing of the first laser disc video game. 
While enduring persistent reruns of 
essentially the same games, operators 
have held on, anticipating the promise 
will soon be fulfilled. The coin-op 
industry is poised for the laser disc, as 
if it is indeed the second coming of the 
video game. 

What makes the industry so hopeful 
about laser disc technology as it is 
embodied in the video disc is its poten- 
tial for coordinating art and tech- 
nology. Dramatically improved 
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MIKE SHAW 


graphics will allow portrayal of a 
much greater variety of human experi- 
ence and fantasy. 

But if nothing else, the improved 
visuals should revitalize the public’s 
interest in video games. That has been 
demonstrated in the success of Atari’s 
Pole Position; its graphics superiority 
is at least partially responsible for its 
domination of industry earnings 
charts. 

By now the industry has heard 
almost every well-known manufac- 
turer talk of either developing or 
licensing a video disc game. At the 
1982 AMOA Show and the 1983 AOE, 
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Operators were teased with laser disc 
games that were good enough to show, 
but not ready enough to sell. 

Not that the games’ exhibitors 
wouldn’t have wanted to take orders. 
But, both Sega’s Astron Belt and Cine- 
matronics’ Dragon’s Lair experienced 
technical difficulties, interruptions in 
the game action. 

The problem with video discs 1s 
speed. It takes the laser maybe several 
seconds to search appropriate scenes 
and sounds called for by a player’s 
response. 


Game in Japan 
But recently some solutions to the 
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problem were announced and several 
video disc games are on the immediate 
horizon. Sega has placed Astron Belt 
on location in Japan, although the 
company said it is not ready for the 
U.S. market, that “there are still times 


of recycling at the end of each chapter.” » 


But Dragon’s Lair is ready for July 
delivery, said Cinematronics’ Tom 
Campbell, ready to instill some excite- 
ment into the industry’s traditionally 
dull summertime. 

Dragon’s Lair, an animated action/ 
adventure cartoon, requires the player 
to manipulate a knight through 42 
dangerous quests to rescue a beautiful 
princess. 

Dragon's Lair’s developers were 
organized specifically to produce 
Dragon’s Lair and successors. The 
group consists of an engineering firm, 
AMS headed by Rick Dyer; cartoon 
animators, Don Bluth Group; and 
Cinematronics. The group has solved 
the problems of disc response time, not 
through technological refinements, 
but by arranging the information on 
the disc more effectively, said Steven 
Bagby, a Cinematronics engineer. 

“We have stored the information in 
a more efficient way,” Bagby explained. 
“We have mastered the information 
for easier access.” 

Eon and the Time Tunnel is another 
game whose maker claims is player 
ready. In it, the player travels through 
a series of movie scenes depicting 
ominous Welsh castles as well as 
futuristic cities. 


Double disc system 

Robert Walker, president of Laser 
Disc Computer Systems, said the com- 
pany’s engineers solved the timing pro- 
blems with a double disc system. While 
one disc follows the current action, 


another prepares for the player’s next 
move. The double disc provides a 
“seamless picture,” Walker said. 

He plans to show his double disc 
game at the AMOA Exposition in 
New Orleans this fall—either under 
license to one of the major manufac- 
turers who he said is beating a path to 
his door, or lacking an attractive offer, 
on his own. 

Cinematronics hopes it can benefit 
by the first wave of excitement over 
laser disc video games. 

“There is no question Dragon’s Lair 
was the talk of the AOE this March,” 
Marketing Director Campbell boasted. 
“We expect the players to be just as 
interested as the operators and dis- 
tributors were. It is a total departure 
from anything they have seen. Themat- 
ically and technologically, it is brand 
new. The animation alone is a giant 
step forward for video game entertain- 
ment,” he noted. 

Eon and the Time Tunnel so excited 
a Wall Street Journal reporter that he 
called it a “vision worthy of Salvador 
Dali or Steven Spielberg.” 

“Our game is truly an interactive 
movie,” Walker said. “We have trav- 
eled all over the world shooting film 
footage for the game and have com- 
plemented it with stereo sound.” 


No extreme prices 

Video disc game makers pointed out 
the games will be good for the industry 
even beyond creating a new wave of 
videomania. 

Predicted prices are not as extreme 
as some feared. Laser disc games are 
expected to be priced from $3,500 to 
$4,000, about the same as current sit- 
down models and will be set for 50- 
cent play (or two coins). 

The games are by nature inter- 


changeable—video disc conversion 
packages (disc, PC board or replace- 
ment ROMS, graphics, and control 
panel) should be about $1,400-$1,500, 
while replacement discs alone will be 
priced at near $1,000. 

The games are also more reliable 
than traditional videos, Bagby insisted, 
because they have fewer electronics. 
Operator repairs to the video disc will 
be limited to replacing the optic 
assembly, a simple mechanical task. 

Atari coin-op President John 
Farrand predicted the most beneficial 
aspect of the new technology will be to 
open the door to more interesting 
game themes. Walker confirmed that 
theory and said he is waiting to intro- 
duce Fon until he has completed three 
other games for his first coin-op disc. 
Each of the four games in his “player’s 
choice” model will focus on a different 
theme. 

Perhaps the happiest news of all 
about video disc games comes from the 
Yankee Group, a Boston marketing 
research firm. Its study predicts it will 
be at least two years before video disc 
technology will be available in home 
units. The prediction is tempered, 
however, by the fact that Coleco has 
already licensed Dragon’s Lair for its 
home disc player. 

Some warn the industry that laser 
disc technology will not be in itself a 
Savior to the coin-op business. The 
game is still the thing, they caution. 
But they are mainly those who don’t 
have laser disc games ready to 
sell. Those ready to sell say technology 
is the critical mile on the road to more 
attractive product. Now that specu- 
lation has been aired, the industry is 
now ready for the player to decide, as 
he always does, which theory is more 
correct. * 
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How Does A Laser Disc Game Work? 


By Steven D. Bagby 


(Editor’s Note: Bagby is director of 
research and design for Cinematronics.) 


he enhanced graphics that will 
be seen in Dragon’s Lair and 
games like it are made possible 

by the use of video disc technology. 
The video disc is one of the most 
dense and cosi-effective storage media 
available today. It is a read only stor- 
age device capable of storing a large 
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amount of video information which 
can be accessed and played back ran- 
domly. 

The video disc is the storage medium 
for the video and audio information 
processed by the video disc player. It is 
a plastic disc, 30 centimeters in dia- 
meter, with a capacity of up to 54,000 
data tracks per side. The tracks are 
arranged on the disc in a continuous 
spiral. The information begins at the 


inner circumference of the disc and 
proceeds to the outer. This is similar to 
a phonograph record. However, the 
data is recorded in the opposite direc- 
tion. 

Data on the video disc exists in the 
form of microscopic depressions or 
pits in the surface of a disc side. The 
surface is coated with an aluminum 
oxide which, in turn, is covered with a 
thin plastic coating to protect it during 
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manufacturing processes and use. 

In practice, the reflective surfaces of 
the two disc sides are bonded together 
back to back to form a two-sided disc 
with the recorded information sand- 
wiched between the two sides. The 
video disc player’s laser beam passes 
through the transparent plastic disc 
material of the outer disc surface and 
reads the recorded information from 
the ray’s reflective impressions within. 
The outer plastic disc surfaces also 
help protect the reflective layer from 
mechanical damage. 

Although several formats are used 
to record video disc, the most useful 
for video games 1s referred to as CAV 
or Constant Angular Velocity. The 
video disc formatted for CAV is 
designed to rotate at a constant 1800 
rpm. This format provides up to 30 
minutes of television material per side. 
Each of the 54,000 data tracks contains 
one complete television frame. Because 
the tracks are physically unique and 
regularly spaced, individual frames 
can be displayed at slow or normal 
speed. They may also be displayed 
step-by-step in either direction or in 
single freeze frame mode. 


In addition to being physically dis- 
tinct, each frame is logically identified 
by unique frame numbers. Individual 
frames can thus be addressed by the 
player’s internal logic and accessed by 
the laser. 


High quality video/audio 

The quality of video and audio that 
can be reproduced by the disc is quite 
high.Audio is stored in two channels 
which can be used for stereophonic 
sound, with the signal of noise ratio 
better than 60 decibels.:The video is 
525 lines of NTSC (National Television 
System Committee) format with the 
signal of noise ratio better than 40 
decibels. The result is much higher 
quality video than is avaiable either 
over television or on videotape. 

The disc is read using a laser. The 


laser unit in most video disc players is a 
helium neon laser. It is low power— 
approximately | milliwatt—and pro- 
vides a very coherent beam approxi- 
mately | millimeter in diameter. High 
voltage is required to operate these 
lasers—approximately 850 volts, 
relatively low power. 

The following is a brief description 
of the path the light takes from the 
laser in order to read the disc. Several 
steps have been omitted for clarity, and 
additional information can be found in 
the references cited at the end of this 
article. 7 

The beam produced by the laser is 
passed through a grating. The grating 
splits the single beam into multiple 
beams. Three of the beams produced 
by the grating are used. This set of 
beams is then passed through a 
diverging lens which diverges or moves 
the beams apart. The package of 
beams is then passed through a prism 
or beam splitter which is sensitive to 
polarization of the laser. The beam 
splitter is akin to a pipe tee with the 
intelligence to separate different 
qualities of light from others. 

After going through the beam split- 
ter, the beams are passed through a 
quarter wave plate. The quarter wave 
retards the beam by 90 degrees, there- 
fore, converting it from a linear polari- 
zation to circular polarization. No 
explanation of polarization will be 
included here. Suffice it to say that 
polarized light can be separated based 
on its polarization and the direction of 
that polarization. 


Tracking mirror 

After passing through the wave 
plate, the set of beams 1s reflected offa 
large mirror called the tracking mirror. 
The tracking mirror directs the beams 
into an objective lens. The objective 
lens focuses the beams onto the disc. 
The video disc reflects the beams 
directly back into the objective lens. 
Since the beams have been reflected by 


the disc, the direction of polarization is 
now different from the original beam. 

Therefore, after the beam is reflected 
again off the tracking mirror to the 
retardation plate and into the beam 
splitter, the beam splitter can separate 
them from the original beams and 
move them in a different direction. In 
this case they are moved 90 degrees 
from their original path and into a 
cylindrical lens. 

The cylindrical lens provides some 
different focus capabilities and passes 
the beam into a photo detector or 
photo cell. This detector, in addition 
to providing the signal that is being 
read from the disc, is also used to be 
sure that the objective lens is focused 
properly, and the tracking mirror is 
positioned properly to read the track. 
The signal processing equipment then 
turns the signal into video, what is 
referred to as composite video, which 
is then passed into the monitor. 

Several motors and servo circuits 
are provided to move the laser to dif- 
ferent positions on the disc, thus 
allowing random access of the infor- 
mation on it. 

The marriage of laser optics tech- 
nology and electronics in the laser disc 
provides a very cost-effective means of 
storing a large quantity of data. The 
laser disc is the result of many years of 
research and is vastly more complex 
than is stated here. 


For more information 

Listed below are several additional 
references for those wishing to learn 
more about the technical side of laser 
discs: 

1. Issues of the Philips Technical 
Review. (Philips did most of the origi- 
nal research on laser disc and provides 
a journal describing it.) 

2. IEEE Transactions on Broadcast 
and Television Receivers. 

3. IEEE Transactions on Consumer 
Electronics. 

4. The Journal of Applied Optics. 
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HOW TO PUT 
A HUNCHBACK 
IN YOUR 
CASHBOX 
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The great success of Hunchback on CVS (Convertable Game Systems-Century Electronics) 
has created considerable demand to put this “hit" game on to Galaxian/Scramble 
type boards. 


That's why Century Electronics have developed and Crown Vending is selling-PLAYPAK. 
A very cost effective means of putting Century's unique games within the reach of non-CVS 
operators. 


AVAILABLE IN THE UNITED STATES—ONLY—FROM: 


CROWN VENDING CORPORATION 


111-59 44th Ave., P.O. Box 19 © Corona, NY 11368 © 212/592-7070 


For complete details, return the postage-free postal card. 
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MORE COMPETITION FOR COIN-OPS? 


n the ongoing contest between 
coin-operated video games and 
the household variety, the home 


team has a new advantage: cable TV.. 


Subscribers to cable systems can now 
get video games delivered to their 
homes via television for less than $l5a 
month. 

For now, the systems are mostly 
limited to a small audience served by 
PlayCable, a New York City-based 
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BY MARY CLAIRE BLAKEMAN 


firm half owned by Mattel. This win- 
ter, however, the Games Network of 
Los Angeles will offer video games to 
more than 450 cable systems in the 
U.S. And, Atari, or rather its con- 
glomerate kin, Warner Amex, is 
taking a hard look at cable video 
games too. Two other companies, 
GameLine of Vienna, Virginia, and a 
Canadian firm, NABU, are also 


exploring the possibilities of this 
technology. 

The spread of video games on cable 
television has been somewhat slow 
since PlayCable first began in 1981 asa 
joint venture between Mattel and 
General Instrument Corporation. The 
company reports that it is now avail- 
able in 13 cable systems around the 
country while most published esti- 
mates show that about 3 percent of the 
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650,000 subscribers with access to 
PlayCable have signed up for it. 

PlayCable offers subscribers a 
choice of 20 video games which change 
each month. The system can only be 
used, however, by owners of Mattel’s 
Intellevision system. Subscribers, who 
pay an average of $10 per month, can 
call up the game menu on their televi- 
sion sets and select a game. Within 10 
seconds the cable company’s computer 
downloads the game and it pops on the 
home screen. Intellevision games such 
as Astro Smash, Night Stalker, and 
Lock N’ Chase have been among the 
most popular of the PlayCable offer- 
ings. 

Unlike most cable services, the 
video games are not being delivered 
through satellite transmissions. For 
PlayCable, each cable system must 
purchase a computer to receive the 
programming for the games as well as 
adapters for each home getting the 
games. This investment on the part of 
cable operators as well as the need for 
consumers to purchase Intellevision 
systems has played a major part in the 
slow growth of cable video games thus 
far. 

When the Games Network hits the 
public this winter, however, it will face 
no such restraints. Not only will con- 


sumers not have to purchase additional 
equipment, the Games Network pro- 
poses to do nothing less than place a 
microcomputer into American homes 
for an initial cost of $50. Whether the 
company actually pulls it off or not 
remains to be seen, but the Games 
Network proposes that cable com- 
panies charge about $50 to install its 
Wizard I microcomputer, and then 
subscribers will pay about $14 per 
month for a choice of 20 games includ- 
ing some arcade hits. 


Cable vs. coin-op 

The Wizard I, with 64K memory, 
also has ports for peripherals suchas a 
printer, disc drives, a video disc player, 
joysticks, and game paddles. Besides 
putting computers in homes for a low 
cost, the Games Network also plans to 
provide local cable companies with 
two Digital Equipment Corporation 
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minicomputers, free of charge. With 
$5 million in venture capital from 
Westwood Corp. of Salt Lake City, 
the Games Network may be able to 
afford this generosity, but company 
spokesmen admit that they may lose 
money on the first units. 

How will this new game activity 
affect the coin-op industry? 

Executives at both PlayCable and 
the Games Network say they want to 
work with the industry rather than 
against it. “We see arcades as a sepa- 
rate market, just like films are separate 
from cable movies,” says Paul Hilt, 
vice president and general manager of 
PlayCable. “Arcades will always be a 
step ahead.” 

As for the Games Network, Thom 
Keith, vice president of international 
network affairs, says, “Our position is 
that we totally want to cooperate with 
arcade people. We want to enhance the 
industry. We look at ourselves the way 
a Top 40 radio station looks at a 
record company—a_ record enjoys 
more sales when it’s played on a Top 
40 station.” 

In its promotional literature for 
cable companies, however, The Games 
Network points out that its system 
enables people to play the games 
“without going to an arcade to spend a 
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pocketful of quarters,” and “parents 
would rather kids played arcade games 
at home.” 

Obviously, with the coin-op indus- 
try going through a shakeout, increased 
competition from video games on 
cable TV is not a welcome prospect. 
Still, Keith does point out ways that 
cable and coin-op could mesh. “One 
way would be for us to run a game for 
30 ys before it’s in an arcade to create 
an awareness of it,” Keith says. “Then, 
we \vould pull it off, and the game 
wou d only be available in the arcade.” 

He also suggests that some old 
games that are no longer popular 
could be revived through cable expo- 
sure. PlayCable’s Hilt concurs with 
that view and implies that the two 
industries could feed games back and 
forth similar to movies. “Sometimes a 
movie might not do so well in theaters 
but then it’s a hit on HBO,” Hilt says. 
“The same could be true of games 
where they might be mediocre in 
arcades and hits on cable.” 

While the cable video game com- 
panies might agree to lay off hit arcade 
games while operators are making 
money on them, the question of timing 
in the release of games to cable com- 
panies will be an important factor for 
the coin-op business. This concern 
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about timing has already been 
expressed when manufacturers release 
home cartridge versions of games that 
are doing well in the coin-op market. 
Keith emphasizes his position of 
cooperating with the industry on this 
point and says, “The timing of releases 
would be up to the manufacturer of the 
game or whoever owns the rights to the 
game.” 


Surveying the market 

Cable video games could also affect 
the industry in the testing of new 
games. With its access to homes 
nationwide, the cable systems could 
spawn a new set of “Nielsen families” 
to rate video games the way television 
programs are rated. “Yes, I see ‘Nielsen 
families’ as a possibility,” Hilt says. 
“It’s a natural but it’s a question of 
when and how. I could put a game on 
in ‘x’ number of households and 
potentially offer a software supplier 
the ability to research reactions to it.” 

The coin-op industry will no doubt 
be affected by cable video games, but 
perhaps these new companies will 
actually have a greater impact on cable 
services. Video games may serve as a 
lure to other features like computer 
banking, videotext, and other com- 
puter services that can be delivered 


over cable. In a videotext field trial 
conducted by Times Mirror Videotext 
Services in southern California in the 
spring, 79 percent of the heads of 
households rated games as the most 
essential programming. The games 
ranked higher than shopping/ product 
information, bill paying, and _ late- 
breaking news. 

“The primary service people want is 
entertainment,” Hilt says. “If you tell 
people they can do banking at home, 
you will get the ‘techies,’ but the aver- 
age mom and pop is still somewhat 
resistant to technology. If you can 
show people that hitting button one 
for Astro Smash is the same as hitting 
button one for banking at home, then 
certainly the leap between the two will 
be easier.” 

In other surveys of cable video 
games, researchers found a great deal 
of family interaction around the 
games. In a four-month period, the 
Games Network discovered that the 
average male head of the household 
played 2.2 hours per day while female 
heads of households played |.2 hours 
per day. 

“We have a whole new medium 
here. We'll probably develop a whole 
new type of game for the family 
market,” Keith says. “Families enjoy 


SUPER RIDER. 
CONVERSION KITS! 


OUR CONVERSION KITS CONTAIN EVERYTHING YOU 
1) PC BOARD AND POWER 
ISOLATION AND POWER 
4) CONTROL PANEL SWITCHES, AND 
CONTROL PANEL OVERLAY, 


NEED TO CONVERT A GAME: 


SUPPLY, 2) WIRING HARNESS, 3) 


TRANSFORMER, 
JOYSTICK, 5) HEADER, 
AND SIDE DECALS. 


MONITORS ARE ALSO AVAILABLE. 


For more 
information call 


800-528-1442 


3731 E. LaSalle © Phoenix, Arizona 85040 


games that they can interact with each 
other on. Especially older adults who 
are not as good with eye-hand coordi- 
nation like the interactive games they 
can play with other people.” Keith 
adds that this friendly competition 
factor will fit into his company’s plans 
for local, regional, and national con- 
tests once the Games Network gets off 
the ground. 

While they are making elaborate 
plans for the future, the cable video 
game companies are not worried 
about market saturation. Basically, 
the executives say they are convinced 
that video games are here to stay, and 
they are simply carving out a unique 
niche in that market. 

“The arcade industry can use us as a 
tool in at least three ways,” Keith says, 
“as a tool for previewing games, as a 
new source of income for games that 
have run the gamut, and arcade game 
manufacturers can experiment with 
new types of games. We will have a 
positive impact on arcades.” 

PlayCable’s Hilt adds that the audi- 
ences for home and arcade games are 
interchangeable. “People who like 
movies go to the theater and also 
watch them at home on TV,” he says. 
“People who are into video games play 
at home and go to arcades too.” @ 
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WE CONDENSE THE MOST ESSENTIAL INGREDIENTS FROM 


CURRENT TECHNICAL AND MARKETING INFORMATION FOR THE COIN—OP AMUSEMENT INDUSTRY. THE MOST USEFUL 
INFORMATION, GATHERED FROM KNOWLEDGEABLE SOURCES WORLDWIDE, IS PRESENTED TO YOU, TWICE EVERY 
MONTH, IN READABLE FASHION, SO YOU CAN KEEP UP WITH WHAT'S BREWING! 


YOUR SUBSCRIPTION IS READY FOR YOU 
CALL: 1-504/837-7987 


PLAY METER 


P.O. Box 24170, New Orleans, La. 70184 
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he votes are in on Play Meter’s 
informal survey on cable TV 
video game channels. Not sur- 
prisingly, none of the industry veter- 
ans interviewed greet the cable concept 
with open arms. At best, there is a 
mixed reaction to the channels with 
Exidy’s Pete Kauffman urging manu- 
facturers “to get off our fannies” 
and develop technologically superior 
product. 

When the manufacturers, distribu- 
tors, and operators questioned gave 
their reasons for mainly opposing the 
cable channels, they blamed the lack of 
new technology as part of the reason 
for increased competition. “If we had 
new technology, we wouldn’t have this 
problem of more competition,” they 
seemed to say. However, this quest for 
new product is still their hope. 

Thomas Nieman, Bally vice presi- 
dent of marketing, said that the future 
of the industry lies in its ability to keep 
giving players something new. 

Atari was also questioned about the 
new concept. An Atari consumer divi- 
sion spokeswoman confirmed that the 
division is considering the cable TV 
games market. The public relations 
department in the coin-op divison said 
it had no comment on the games chan- 
nel since it is in the planning stages. 


Bill Kraft 
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INDUSTRY VETERANS 
GIVE MIXED COMMENTS 


ON VIDEO CHANNELS 
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By Laura Braddock 


“T look at it (game channels) as a bad 
omen,” said James Hayes, owner of 
Gem Music and Vending Co. in 
Dayton, Ohio. “I think until the tech- 
nology in the coin-operated games 
passes what is available in the home 
and on the cable, then cable games will 
have a negative effect. Once we get 
past that threshold, then we can move 
forward again.” 

Another operator, Michael Mendel- 
sohn, president of Games Unlimited in 
Los Angeles, looks at the cable con- 
cept much like home video games. 
They’re both in the same boat, he 
pointed out. “Until we can come up 
with something they can’t do on their 
TV, we are going to continue to drop 
in profits.” 


Help on the way 

Kauffman commands manufactur- 
ers to action, but he also indicated that 
help may be on the way. “We in the 
coin-op industry, the games ventures, 
will have to get off our fannies to do 
some types of games—the competition 
is already there in the home games so it 
doesn’t matter if they end up buying it 
off the shelf or downloading it some- 
where else.” Better equipment is on the 
horizon, he said. In fact, laser disc 
games and other new product may be 
on display at the AMOA Show in 
October. Laser disc games “will keep 
coin-op alive,” Kauffman pointed out. 

Like Kauffman, Bill Kraft, vice 
president of marketing for Shaffer 
Distributing Co. in Columbus, Ohio, 
looks to the future but examines it 
from a different viewpoint. “I predict 
and foresee that...there will be a gen- 
eral decline in the consumer market. 
The retailers, i.e., the Sears and the 
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J. C. Penney’s are not making any 
money.” 

Saturation may be one of the 
reasons for a softening consumer 
market. In fact, some of the industry 
members polled said that the cable TV 
game channels along with the home 
arcade systems may be too much. “I 
feel that people will be burnt out unless 
we can offer something more exciting 
than they can get at a lesser cost,” 
Hayes said. “Kids are starting to get 
tired of what they already have at 
home,” Mendelsohn agreed. 

And Mendelsohn believes the famil- 
larity of home arcade systems will hurt 
the cable concept. “I don’t expect them 
to be that successful. By the time the 
cable channels are ready to start 
moving, then the technology will pro- 
bably be out.” 

There is also a practical side to the 
cable issue. As Kraft pointed out, not 
everyone has cable or can afford it. 
“You are probably dealing with a 
limited market,” he said. Yet no matter 
how the technology progresses, Kraft 
believes there will always be a home 
market. He said recent statistics show 
that the highest percentage of people 
who buy computers buy them for their 
games. “There still is a market if the 
product is good.” 
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Tom Nieman 


But Mark Singer, vice president of 
Central Distributing Co. in Omaha, 
Nebraska, is worried about the poten- 
tial success of the cable game channels. 
“It’s definitely a detriment to the coin- 
op industry—moreso than the home 
cartridges—because the home cable 
enables you to get converters to make 
the games play like the arcade games. 
They can give you a game of the 
month, and they can give you the right 
controls with a converter unit.” 


Good in bad? 

Yet, there is also another side to the 
cable video channel issue. Can any- 
thing good be gleaned from the sta- 
tions? Hayes said that at one time, he 
thought the home video system was a 
good idea. People who had never 
played video games before would now 
try one in the privacy of their home or 
with their children. But he has changed 
his opinion—he believes this increased 
competition will burn out players. 

“My opinion would be, on the one 
hand, anything to stimulate and 
maintain the interest in video games 
would be very positive,” Kraft explain- 
ed. “On the negative side though, it 
will be perceived by the street opera- 
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tors as being very negative because 
cable stations will be just one more 
competitive force in the industry to 
keep people from playing games onthe 
streets and in the arcades. They will 
Stay at home and play on their cable 
station.” 

Industry veterans are also worried 
about the games that will be featured 
on the stations. If they are supplied by 
the manufacturers, will operators have 
time to get a return on their investment 
before the games are on video game 
channels? Coin-op industry members 
see what is happening in the home 
market and wonder if arcade pieces 
will meet the same fate on cable. 

“It’s not very comforting when 
you're spending over $3,000 for Pole 
Position and you see the commercials 
on TV telling they’re going to be out 
(in the home market) by the end of the 
year,” Mendelsohn said. Kraft agreed. 
“There are a lot of beefs among the 
operating community against compa- 
nies such as Atari that are introducing 
home games which are already in exis- 
tence in coin-op.” 

Operators and distributors are 
worried. Is there a solution? Can 
operators and distributors acquire 


enough leverage to reach a compro- 
mise with manufacturers to keep 
games off cable until they at least pay 
for themselves? 

“I think that would be a very logical 
request,” Kraft said. “Now whether it’s 
feasible or not or whether the cable 
company will agree to such terms, I 
don’t know.” 

Hayes believes manufacturers 
should tell buyers of their equipment 
when it is going to be released in 
another market. “I feel the industry 
Owes the operator the information,” 
he said. 


Pessimistic, optimistic attitudes 

However, most of the remarks were 
pessimistic in tone: “I think there is no 
way we can get the industry to agree as 
a whole.”— Hayes 

“If manufacturers continue to think 
they have nothing to lose, then they 
will keep doing it (releasing games to 
another market too early). Profits are 
all they really care about. When they 
feel it’s time to sit down and talk to us, 
they will. I’m not holding my breath.” — 
Mendelsohn 

“I don’t think the interests of the 
coin people are really at heart. At the 
larger companies, one hand doesn’t 
know what the other hand is doing.” — 
Singer 

“They’re cutting their own throats. 
But the home type of business can be 
bigger than coin-op.”—Kauffman 

Despite gloomy comments about 
the manufacturing segment of the 
industry, some of those interviewed 
are also positive about the coin-op 
industry: “I happen to bea firm believ- 
er in the coin-op versions of the games. 
The memory and the technology is 
superior.”—Kraft 

“The social aspect of playing games 
is always there.”— Mendelsohn 

“The technology is going to change 
in the coin-op industry and then cable 
will be outdated.”—Singer 

While it seems there is no one solu- 
tion to the game channels problem, 
Hayes believes that insight can be 
found by examining the history behind 
TV and theater movies. When TV first 
became popular, the movie industry 


had to develop a better product than 


what was shown on TV to attract 
people back to the movie houses. Per- 
haps history repeats itself—this time in 
the coin-op industry. Some industry 
veterans believe manufacturers will 
have to produce games that are much 
better than games on the TV screen to 
entice players through arcade doors 
again. Technology is the key. 
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Is there 
a glimmer of hope 
for pinball? 


By Bill Brohaugh 


~ we . 


Does a pinball-literate teenager surprise us? 


Continue to make the games available and keep them clean and in good repair 
so that pleasure of playing will inspire pinball literacy. 
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arcade, playing the games, watch- 
ing other players’ strategies, and 
being shocked. 

The shock came while I was playing 
the middle of three pins stationed 
along one wall. Two fellow players 
walked up to the pin on my left. 

“How ‘bout that one?” one said. 

“Nah. The playfield’s too open. 
Lot’s of room for some pretty fierce 
drains.” 

They walked around me to the pin 
on my right. 

“How ‘bout this one? I like the 
placement of the extra flipper.” 

“Yeah. That’s good. It increases the 
range of shots up to that row of drops 
on the right.” 

The pair popped a couple of quar- 
ters into the machine and started 
playing—and they played quite well. 

What’s shocking about that? you 
wonder. A couple of longtime pinball 
fans obviously know what they want in 
a game, and know a lot of the pinball 
slang to boot. That’s not shocking. 

No, it’s not. But these two players 
were about 13 years old. I have seen 
very little knowledge about pinball— 
“pinball literacy,” let’s call it—from 
kids in that age group lately. But that’s 
only surprising. What shocked me 1s 
that I should have been surprised by 
pinball literacy in kids. Have we 
reached a point where understanding 
pinball—the goals of the game, the 
strategies, the nuances—has become 
so rare in youngsters that a pinball- 
literate teenager surprises us? 

I think what we have here is a self- 
fulfilling prophesy. As the videos 
continue to out-earn the pins, the 
space once occupied by pin tables is 
being commandeered for machines 
with joysticks instead of flippers. I 
once frequented an arcade that had 
more than 80 games. Half were pins. 
That arcade still has 80 games. Three, 
count ’em, three are pins. And not one 
was made after 1981. 

As the percentage of pins drops, the 
teaching tools of pinball literacy 
disappear. The kids have less opportu- 
nity to become introduced into the 
joys, strategies, and nuances of the 
game, and they ignore those machines 
they do happen upon in favor of the 
games they understand—videos. The 
pinball revenues drop, the remaining 
games are replaced by videos, and the 
whole cycle repeats. The self-fulfilling 
prophesy: the operator anticipates 
that interest in pins will slip, replaces 
them with videos, and—surprises of 
surprises— interest in pins slips. 


e& this afternoon at a local 


(continued on page 53) 


A MOST DELIGHTFUL AND THRILLING GAME OF CHASE’ 
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mice and get back 
Mouser’s bride. 
Who’s the smarter, 


mouse or Mouser? 
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La Triviata 


(Answer to puzzle in June 15 issue, page 131.) 


Yes, I know that the name of the opera is La Traviata, 


but since this puzzle is about coin-op trivia and not 
sopranos and such, you'll have to excuse my little puns (no 
one else will). 


l. 


Enough chitchat, and on with the puzzle. 

On an episode of “Hill Street Blues” aired in late 1981, 

an organization of merchants offered an unofficial 

award to the police officers who caught whoever had 

been ripping off the merchants’ vending machines. 

1.1. What was the reward? 

1.2. Bonus: What was the unofficial name of the 
merchants’ organization? 


. Much has been said of the appearance of Space Invaders 


in the “Funky Winkerbean” comic strip. Which video 
game succeeded Space Invaders as a Winkerbean hero? 


. On an episode of “Taxi” aired in early 1982, Louie 


installs a coin-op game. 

3.1. What was the game? 

3.2. Who was the first to play it? 

3.3. The game is first seen covered by a tarp. What 
does the first player to play the game guess is 
under the tarp? 


. In the recent movie “The Verdict”: 


4.1 What pinball machine does Paul Newman play 
down at his local Boston pub? 

4.2. True or false: Newman finally wins a free game 
on the machine. 


. What breakfast cereal turned itself into a pinball 


machine for a recent long-running Saturday morning 
commercial? 


. From the following list, which does not have some sort | 


of Pac-Man tie-in? Bubblegum cards, Sunday morning 
cartoons, Ma Bell, designer jeans, “Tron.” 


. Richard Pryor was one of the toys in the movie “The 


Toy,” also starring Jackie Gleason. Gottlieb had a few 
toys in the film, too. Name them. 


. Which of the following TV shows did not involve 


playing video games as an important element? “Gimme 
a Break,” “Diffrent Strokes,” “Silver Spoons,” 
“Simon & Simon,” “Barbara Mandrell,” “Your Show 
of Shows.” 


. Shortly after the air-traffic controllers were fired, a 


political cartoon pictured a group that you should be 
familiar with taking over for the controllers. Who 
took over at the radar screens? 


. A long-running TV commercial for a popular maga- 
zine starts off with a sound from a specific pinball — 


machine. 
10.1. Easy part: What is the machine? 
10.2. Tough part: What is the sound? 


PUZZLE ANSWERS 6501 sso 


PUZZLE ANSWERS 


Score five points for each correct answer. There are 75 


possible points, because some questions have more than 
One answer. 


I. 


Z 
iy 


An evening’s free play of Space Invaders, from the 
Decker Street Merchants. 

Defender. 

Louie installed Pac-Man, of course. Jim Ignatowski 
was the first to play it. But when Louie first asked Jim 
to guess what was underneath the tarp, Jim guessed “a 
volleyball.” 


. Newman plays a Williams World Cup, and does wina 


free game. 


. Apple Jacks. 
. This is a bit of a trick question. There are Pac-Man 


bubblegum cards, cartoons, and phones. And I swear I 
saw a Pac-Man in one of the big display boards behind 
actor David Warner in Tron. There are no Pac-Man 
designer jeans. Yet. 


. Three pinball machines: Haunted House, Volcano, 


and Mars. 


. This isn’t as much a trick question as the last list ques- 


tion was, because there’s one obvious answer. “Your 
Show of Shows” was about the only one I could think 
of that didn’t have some video game tie-in of late. 


. Teenage video game players were hired in the cartoon. 


And a supervisor observed: “They haven't lost a plane 
vet” 


. The commercial is for Playboy magazine, and uses the 


“wolf whistle” sound that the Playboy pin generates 
when you insert a coin into the machine. 


SCORING 


55-75: 


45-50: 


25-40: 


3225: 


Hokey smokes, do you watch the TV and 
movies! Who’s running your business? | 
You're in better shape. You’re watching TV for 
recreation, but still putting in a good day at 
work. 

Still pretty good. You may be writing this 
puzzle eventually. 

I have no worries about you taking over this 
puzzle. 

0: You work all the time, maybe 22 hours a day. 
Maybe you’d better ask your spouse what that 
piece of furniture with the monitor init and the 
plants on it is. 
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We looked, listened and learned all about countertop casino ga ames. And when it was 
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perfected we introduced the Pit Boss®, the ultimate countertop video amusement game. 


phics housed in a beautif ‘ul natural wood swivel 
base cabinet that compliments any decor. Think about the proven pr rofl ts it produces — 
entertaining one or two players. The competition means more excitement aii hi | 


earnings. 


Picture a full color monitor with dazzling 
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Players choose from 4 games — Poker, Acey Deucey, Blackjack and the incred 


le 
Tumbling Dice Game. Humorous phrases add to the fun. Double up challenge gives id isi rs 
a shot at kel Heavy Hitters Club .. . the chance to “see t he ir name in li ights.”’ The Pit Boss” 
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can even be customized on sight to advertise the name of the aes ion. The Pit pies eitere a 


complete spectrum of play appeal features found in no other countertop game, yet remains 
ompetitively priced. 
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If you mean business, put Pit Boss® to work for you. 


Seteseees 
POPCROCCee Cee ceeecceeceseeceees Seecetcoeece 


THE PIT Boss ”™ 
INVITES vou -To pLay 
DRAW POKER 
BLACKJACK 
ACEY DEUCEY 
THE DICE GAME 
TEST vouR SKILLS 
BE A BIG VINNER? 
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The PIT BOSS® Delivers 


9000 1000 


ONE PAIR 
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& 
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WOW!IWHAT A PLAYERS 
YOU WIN 1000 


DOUBLE UP 


DRAW POKER 
Jokers Wild! 


PLAYER 2. ser 
| 1000 


STAND OR 4 


§ DOUBLE DOWN? 
i 


BLACKJACK 
Splits, Insurance And 
Double Down 


¢ Large Secure Cash Box 

¢ Swivel Base 

¢13’ Color Monitor 

Complete Warranty 

*Reliable Factory Backup 

¢One Or Two Players 

¢Play Stimulating Attract Mode 
¢3,4 Or5 Hands per Coin, Adjustable 
¢High Score “Heavy Hitters” Club 
¢e Amusement Only — No Replays 


PLAYER 2. sc: 
1000 


10000 — 


VOU ROLLED A NATURAL! 
VOU WIN 3000 


DOUBLE UP 


THE DICE GAME 
Craps with Sidebetting Action! 


& CarRoD SPREOR. 


2 TO i 
RAISE VOUR BET? 
PUSH PLAV TO GHOW CARD 


OOUBLE 


ACEY-DEUCEY 
Hi-Low, Straights & Flushes 
3-Of-A-Kind 


There is no substitute for engineering excell- 
ence, quality manufacturing and service 
reliability. Merit Industries offers the most 
dependable factory and distributor backup 
service in the industry. No problem is too 
small. Service assistance is just a phone call 
away. 


OUTSIDE PA. CALL TOLL FREE 
1-800-523-2760 


merit industries inc. 

P.O. Box 213, 680 Woodland Ave. 
Cheltenham, PA. 19012 

(215) 379-1000 
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(continued from page 48) 

Now, I’d be a fool to suggest that this 
is a significant reason for the greater 
interest in video. It’s only a part of the 
changing coin-op industry—and, I 
Suppose, a relatively minor part. But 
one that should be considered. 

By the same token, I’d be silly to 
think that I could offer any solutions. 
Will increasing the number of pinball 
machines in all the arcades be a sort of 
self-fulfilling prophesy in_ reverse, 
eventually firing interest in pinball to 
pre-video levels? Hardly. Should you 
consider creating pinball classes to try 
to fight pinball illiteracy? That would 
be silly. 

Yet, I remember something else 
from my afternoon at the pin tables: a 
mother pulled up a chair so that her 
five-year-old could play the same pin 
that the 13-year-olds eventually 
selected. The five-year-old was de- 
lighted and fascinated by the sounds 
and lights, the action of the flippers, 
and the rolling silver ball as it shot 
away from bumpers. If those pinballs 
go the way of the pins in the 80-game 
arcade, that kid won’t experience the 
delight of the silver ball, won’t get a 
foundation in pinball literacy, and 
won't spend those extra quarters on 
pingames when he’s older. If you run 
that 80-game arcade or any other 
arcade or location, I wouldn’t be so 
quick to replace those last pins with 
videos. 

Related to that, I wish more opera- 
tors would work harder to make any- 
one’s first, second, hundredth, or thou- 
sandth encounter with a pingame more 
enjoyable by keeping the equipment in 
good repair. It’s important to maintain 
the games, so that little matters—like 
burnt-out lights, dirty and worn bum- 
pers, targets that don’t register when 
hit—and major matters—like chatter- 
ing flippers and broken drop targets— 
don’t frustrate players so much that 
they stop playing your machines in the 
short run, and perhaps pinball 
machines in general in the long run. 

One attraction of video over pinball 
is the consistency of play. I can play a 
Q* Bert in a bar in Cincinnati or in an 
arcade in Milwaukee, and the play will 
be virtually identical. But I could play 
a Q*Bert’s Quest in those two places 
and find the play drastically different 
in the two locations, depending on 
how well the operators maintain their 
equipment. And two pins in locations 
next door to each other could differ as 
drastically. One operator might 
neglect those little matters, those 
sticky drop targets and those burnt- 
out lights. 
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So this is a plea to operators to keep 
the play and condition of pingames as 
consistent as possible. Please pay as 
much attention as possible to those 
minor and major problems that can 
turn players away. 

The plea extends to the manufactur- 
ers, too. Please design and manufac- 
ture equipment that players and oper- 
ators can depend on. There’s a recent 
pin that I like to play, but I swear that I 
haven’t found a version of it that 
doesn’t consistently have one thing or 
another wrong with it. It’s the job of 
manufacturers and operators alike to 
keep the fun in the games. 


All this boils down to the fact that I 
think there’s hope for pinball. When I 
see the 13-year-olds analyzing games 
like pros, when I see delight in the eyes 
of a five-year-old as he slaps at the 
flipper buttons, I know that all the 
qualities that have made pinball fas- 
cinating and fun since the 1930s will 
continue to make it fun in the years to 
come. It’s simply a matter of contin- 
uing to make the games available and 
of keeping those games that are avail- 
able clean and in good repair so that 
pleasure—and not frustration—of 
playing will inspire that needed “pin- 
ball literacy.” e 


WANT 1° GLASS SERVICE? 


Anyone will sell you Kiddie Rides 
...but who will service you? 


We have the largest selection & variety of 
Kiddie Rides in the country. 


we NORTH AMERICAN 
AMUSEMENT GO. 


524 2ND STREET 
ROCK ISLAND, ILLINOIS 61201 


309/788-0135 
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OPERATORS FUME 


Home Videos Ignite Fear 
In The Coin-Op Industry 
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sk brushfire sweeps across the 
country affecting everyone in 
its path. This fire comes in the By Valerie Cognevich 
form of home video games. 

The subject of home videos touches 
some very sensitive nerves for those in 
the coin-operated amusement indus- 
try. 

Many feel the home video industry 
has taken a big chunk out of the coin- 
op market and blame manufacturers 
for introducing the home versions of 
the games too soon. 

The operators spend big bucks to 
purchase games they believe will be the 
big hits and invest time and labor into 
placing these games in the right loca- 
tion. It can be unsettling when an oper- 
ator sees a TV commercial announcing 
the new home game—the same arcade 
game he just bought for his locations. 

Figures obtained from Arnie Katz, 
editor of Electronics Games magazine, 
a consumer magazine focusing on 
home video games, show that by the 
end of 1982 there were 14 million home 
video systems, and projected sales for 
1983 are double. Home consumers 
purchased more than 65 million game 
cartridges in 1982 and are expected to 
buy 100 million in 1983. 


And even in the home computer 
field, there were 2.2 million full feature 
home computers. It’s estimated that 
there will be 4 million in 1983. Half the 
software for these home computers 
was video games. 
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Another aspect 

By digesting these figures, it is 
obvious that home videos are bound to 
affect the coin-op business. But there 
are two sides to the story. 

John Hawley of Phillip Moss & Co. 
in Denver, Colorado, offered this 
comparison between the motion 
picture industry and the coin-op 


This is what it’s all about! People together for socializing and playing video games. 
industry: Home versions can’t offer this. 
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“When television started offering 
movies for viewing in the home,” 
Hawley said, “people were afraid it 
would drastically hurt the motion pic- 
ture industry. However, theaters still 
offered what the home movies could 
not—first rate movies, a pleasant 
atmosphere, and good popcorn. 

“But drive-in movies fell down con- 
siderably in their services. They could 
offer the viewer the opportunity to 
watch a movie and do other things in 
the privacy of his own car, but home 
movies offered the same thing. 

“Instead of fighting for their share 
of the audience,” Hawley continued, 
“drive-ins started forcing themselves 
out of the picture. Second rate movies 
were shown, speakers were deplorable, 
and the food was as close to intolerable 
as it could be. So there was the demise 
of the drive-in theater as its fate was 
sealed by itself. They had nothing to 
offer that was worth leaving home 
for.” 

But theaters continued to thrive 
because they had movies that could 
not be gotten for the home. But look at 
what is happening now. Some movies 
are being put out in videotape very 
close to the premier of the movie inthe 
theater. “An Officer and a Gentleman” 
could be purchased before Lou 
Gossett had time to decide where to 
put his Oscar! 


Similar problem? 

Will this quick introduction of the 
home movie version hurt the theater 
business? 

There is a moral here for the coin-op 
entertainment industry. The industry 
has to offer more than people can get 
at home. 

When video games took the world 
by surprise, players wanted video 
games—just video games—in mass 
quantity. They were new, and the 
public was eager and hungry to play. 

But now the industry faces dramatic 
changes and the public cries for games 
that are different and exciting. Sadly, 
manufacturers seem to produce games 
for that eager and hungry audience 
forgetting that things are not the way 
they were. 

When the home systems were 
presented, there was a surge of popu- 
larity and everyone wanted one. Two 
of the games offered were Space 
Invaders and Asteroids. Those games 
in the coin version had long since 
shown the return on investment and 
were, in a seise, offering the home 
player what the coin-op player had 
several years before. 
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4 a, Pits he 
Kids gather at the local ice cream shop to 
cheer a friend on his way to setting 
a record on Asteroids. 


Coin-op technology was advancing, 
creating a large distance between what 
was offered in the home and what 
players enjoyed in the public locations. 


Operators worry 

But as home videos became more 
popular, games were introduced 
sooner after the coin-op versions and 
operators started to worry. 

“First of all, I think the consumer 
product comes into the market longer 
than six months after the introduction 
of the coin-op product,” said John 
Farrand, president of Atari (coin-op 
division). “But that’s not to say that I 
don’t think it should come out sooner 
or that it would be totally damaging.” 

Farrand continued, “It depends on 
the game. Take Pole Position for 
example. There is no way that a player 
playing in the home can have the 
amount of interaction and satisfaction 
as he does from playing the coin-op 
version. So taking a product like that, 
we can benefit from the tremendous 
amount of public awareness brought 
about from consumer advertising.” 

Manufacturers don’t wait long 
enough before introducing the home 


These two youngsters get to know each 
other, not over a cup of coffee, but 
over a video game. 


version, perhaps because they do not 
have that much time. The life span of a 
game nowadays is not very long, and if 
manufacturers waited a year to intro- 
duce the home version, the game may 
be dead. 

Home video systems brought with 
them a certain respectability and 
familiarity to video games. “If con- 
sumer advertising makes more people 
a. .re of games, whether they be coin 
machines or home games, it does keep 
O:r game business—our game 
in stry—alive. My belief is that the 
col.umer business doesn’t hurt the 
coin machines business and, in fact, 
has on many occasions helped it,” 
Farrand suggested. 

A game that is popular in the arcade 
will not necessarily do wellin the home 
version. Said Katz of Electronic 
Games magazine, “In our studies, we 
find that arcade players want complex 
graphics and simple play, but home 
players want simple graphics and com- 
plex play. Some arcade games may 
bridge the gap between home and 
coin-op, but many won't because they 
are too simple.” 

A person playing a game in his home 
has no time limit. He can play it hun- 
dreds of times and is not going to be 
satisfied if he can master the game too 
quickly. But if he goes into an arcade 
and spends a quarter each time, he 
needs to get the satisfaction of at least 
figuring out what the game is about 
without spending a fortune. 

There are many reasons why the 
coin-op industry is where it is today, 
and home videos may be one of those 
reasons. Home videos can’t be blamed 
for what has happened, but the coin- 
op industry has to forge ahead, 
keeping ahead of what is offered for 
the home. 

Operators have to keep their 
arcades appealing and offer players a 
pleasing atmosphere. The social aspect 
of arcades can never be duplicated in 
the home and will always be an advan- 
tage for operators. 

“I think 1982, for most coin game 
manufacturers, was a year of the 
plateau in technology, whereas con- 
Sumer business was developing tech- 
nologically,” Farrand said. “Many 
new systems came onto the market. 
Therefore, I think the gap between the 
consumer products and coin-op pro- 
ducts closed. Now if in 1983 and 1984 
we do not begin to excite our players, 
by ways of new machines and better 
presented machines, then, and only 
then, will the consumer business start 
to bite into the coin machine 
business.” e 
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Does an Exclusive Location Contract 
Violate Antitrust Laws? 


By Harold |. Gould and Laurence D. Merritt 


We have discussed in previous 
articles the importance of a written 
location agreement. One of the things 
a properly drawn agreement should do 
is give the operator the exclusive right 
to have only his equipment at a loca- 
tion for a specified time, usually five 
years. 

Thus, one of the primary purposes 
of a properly drawn, written agree- 
ment is to protect the operator’s 
investment in the location. When the 
operator knows he alone is entitled to 
all amusement equipment income 
from a particular location (subject to 
the location’s share) for a specified 
time, he can buy equipment accord- 
ingly. 

Some locations, in an effort to avoid 
their obligations under a location 
agreement, have argued that its exclu- 
sive provisions are a violation of anti- 
trust laws. They claim that such agree- 
ments create unlawful monopolies 
preventing fair competition. 

Are these locations correct? Usually, 
they are not. Most often, courts have 
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supported and will uphold exclusive 
location agreements. A few basic con- 
cepts in this area should be known by 
all operators and their attorneys. 


Antitrust laws generally hold that a 
contract to restrain trade or tocreatea 
monopoly is against the law. Strictly 
construed, these laws could outlaw 
exclusive location contracts. After all, 
the location contract seeks to limit 
trade. It ousts all competitors who 
would otherwise place their equipment 
at this location. The operator is thus 
creating a monopoly with his contract. 


It is this strict approach that attor- 
neys representing locations assert to 
avoid otherwise valid location con- 
tracts. If they are successful, the loca- 
tion contract would become meaning- 
less. 


Exclusive agreement 

A close look at the law reveals that it 
seeks only to prohibit unreasonable 
restraints of trade. In other words, a 
restraint of trade or monopoly 1s legal 


if it is reasonable. The question, then, 
is what is reasonable? 

The idea of an exclusive agreement 
is common in the mainstream of 
American commerce. Courts have 
upheld “exclusive dealing” contracts 
in many instances. There is good rea- 
son for this. 

For example, a real estate broker 
most often requires an “exclusive 
listing agreement.” It is not worth his 
while to expend the time, effort, and 
money necessary to market a home, 
building,@r shopping center unless he 
is reasonably assured that he will be 
entitled to acommission when the pro- 
perty is sold. 

Likewise, a manufacturer’s repre- 
sentative, or salesman, generally 
requires an exclusive territory to 
market his product line. It is not worth 
his while to spend the time and money 
necessary to develop a customer if he is 
not reasonably assured of earning a 
commission on the sale of the product. 

The same should be true with loca- 
tion agreements. It is just not worth 
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investing in equipment fora location if 
it can put in its own or a competitor’s 
equipment at will. 


Unreasonable contracts 

The concept is that an “exclusive 
dealing” contract with the basic pur- 
pose to provide you with a reasonable 
assurance of a return on your invest- 
ment is legal. Some examples of con- 
tracts that might not fall into this 
category are: 

1. Assume that an operator has 
obtained an exclusive contract with all 
retail businesses in one _ particular 
town. A court might hold this to be 
illegal. This exclusivity might be con- 
sidered unreasonable because other 
persons would not be able to compete 
or even to conduct the same type of 
business any place in that town. 

2. Another example might exist 
where an operator has obtained an 
exclusive contract with a major fran- 
chisor requiring all of the franchisees 
in a particular state to deal only with 
him. Because this contract will affect 
competition throughout the state, and 
give that one operator a considerable 
advantage over his competitors, the 


OPERATED KIDDIE RIDES 


THUNDERBOLT 


autorovo canada Itd. 


MANUFACTURERS AND OPERATORS OF COIN- 


courts might very well strike down that 
contract as creating an illegal monop- 
oly. State franchise laws might also 
invalidate the contract for other rea- 
sons. 

3. Perhaps the most graphic exam- 
ple of an unreasonable “exclusive 
dealing” contract would be between a 
salesman who has the exclusive right 
to sell a particular product in an area 
where a convenience market is located. 
The convenience market needs the 
product sold by the salesman. The 
convenience market is also a good 
location for coin-operated video 
games. 

The salesman decides to branch out 
and to go into the business of being an 
operator of video game equipment. He 
tells the owner of the convenience 
market that he wants an exclusive 
location agreement, that if he does not 
get it, he will not sell the convenience 
market the product he regularly sells 
which the market needs. This type of 
situation is illegal because it effectively 
prohibits other operators from com- 
peting for this particular convenience 
market’s business. 

The important thing to remember is 


FORGET EVERYTHING YOU EVER HEARD ABOUT KIDDIE RIDES UNTIL NOW 


AUTOROVO IS NOW AVAILABLE FOR 
U.S. CUSTOMERS 


successful in Europe for 15 years 
now also built in Canada 


during the years 


taxes 


CONTACT US NOW 

for free documentation and find 
out why operators with experience 
appreciate our products 


hydraulic rides, animals, trains, 
cars etc. all equipped with solid 
state board with proven reliability 


save, buy direct from factory in 
cdn. dollars. You don’t pay Canadian 
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that, in most cases, and provided you 
do not fall into any one of the three 
categories described, the exclusive 
location contract will be upheld by the 
courts. 

An operator should stand firm 
whenever a location claims that the 
location agreement is unenforceable 
because it is a restraint of trade. 
Remember, like a real estate broker or 
a manufacturer’s representative, you 
are also entitled to be reasonably 
assured of a return on your business 
investment. e 


Gould & Merritt law firm is located 
at 1888 Century Park East, 6th Floor, 
Los Angeles, California 90067. Tele- 
Phone: 213/552-9364. Harold Gould 
has served as Judge Pro Tem of both 
the Los Angeles Municipal Court and 
the Beverly Hills Municipal Court. 

Laurence Merritt has been appointed 
as court mediator by the Los Angeles 
Superior Court and to the Panel of 
Arbitrators of the Los Angeles Supe- 
rior Court. 

If you have any legal problems or 
questions about your business, please 
contact Gould & Merritt. 


P.O. Box 668, Orillia, Ont. Canada L3V 6K5 (705) 325-4286 Benny Vos, President 
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OUR 'CADES 


By 
Bill 
Kurtz 


Kurtz reviews ‘Joy Sticks: an 
absolutely worthless film’ 


o you have all-night orgies in 
ID your arcade? What about 

female mud wrestling? How 
about games of “strip video”? 

If you don’t have any of these, 
you're not alone. In fact, it’s a safe bet 
that there aren’t any arcades anywhere 
that feature such entertainment. 

But all of the above activities are 
intended to depict the “typical” 
American arcade in an absolutely 
worthless film called “Joy Sticks.” 

Just as entrepreneurs tried to cashin 
on video games with everything from 
posters to stuffed toys, now a movie 
appears with the action centered in an 
arcade. 

This movie has no plot or redeeming 
value, but it does have video games. 
Lots of them, in an arcade ineptly 
owned and managed by a 22-year-old 
who trades game tokens for bedroom 
favors with his female customers. 

Don’t panic, though. This film 
probably won’t tarnish anyone’s 
Opinions about arcades and, in fact, 
may help business. 


“Tilt” protest 

In 1979, many operators spoke out 
against the movie “Tilt,” which had 
Brooke Shields traveling nationwide 
winning money by winning pinball 
matches in sleazy bars. The movie was 
soon forgotten by the public and 
would probably have gone completely 
unnoticed if not for operators’ pro- 
tests. 

“Joy Sticks” is another such film. 
The best thing you can do 1s ignore It. 

People who spend time in arcades 
will recognize the film as the trash it is. 
And those who don’t like arcades 
anyway will realize how unrealistic the 


movie is and dismiss it as a hyped-up 
exaggeration of arcade life. 

And, believe it or not, “Joy Sticks” 
provides some benefits to arcade 
operators. During the film, there are 
two “video tournaments” held in the 
arcade, on the games Super Pac-Man 
and Satan’s Hollow. 

Moviegoers watching these two 


games being played may drop extra 
quarters into them later. It may be only 
a short-lived and temporary increase, 
but it won't hurt. 

It seems that the public soon forgets 
the bad movies, like “Joy Sticks” and 
“Tilt,” while a higher quality film, such 
as “Tron,” may linger in their memo- 
ries. 


A movie—or a television show— 
that features arcades helps the indus- 
try regardless of the quality of the 
production. 

Because the largest segment of 
moviegoers is also the largest segment 
of arcade customers—that is, teens— 
such films can get the teenagers talking 
about what they’ve seen. 


Coin-op compliment 

It’s a compliment to the industry 
when an arcade is sucha readily identi- 
fiable location to moviegoers that a 
film can take place there. 

While there’s a natural tendency for 
any operator to cry “foul” when a 


movie like “Joy Sticks” appears, the 


best thing to do is to ignore it. Wait for 
it to disappear—which it soon will. 
Protesting against the movie just gives 
the film more publicity and makes the 
public wonder if maybe there isn’t 
some truth after all to what is shownif 
an arcade owner fervently speaks out. 

Cheap movies like “Joy Sticks” have 
always been around to exploit and 
cash in on national trends. It’s sad that 
people will waste their time watching 
such a film, but maybe some players 
will heed the advice of one movie critic 
who advised potential viewers of “Joy 
Sticks” that if they like video games, 
they would be better off trotting down 
to their local arcade and dropping 
their $4into the games rather than into 
a theater box office. 

Maybe we'll even see a television 
series some day take place in an 
arcade. After all, there’s been a series 
set in a junkyard, another in a taxi 
garage, and one onacruise ship. Now 
if we all wrote to ABC, CBS, and 
NBC... e 
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top 40 song some years back, 
A which hit the charts during the 

summer, offered lyrics that 
asked, “Will you still love me in 
September?” The same might be asked 
of today’s current games, with some 
having the potential to be around in 
the next few months. The majority, 
however, will quickly fade from view, 
victims of the times and changing play- 
ers’ tastes for coin-op entertainment. 

Another factor, regarding the 
product life cycle and longevity of 
arcade games is the reliance of home 
systems on adapting models before 
they’re totally dead in the field. And, 
suddenly, that marketplace is also 
undergoing very real battles for 
preeminence during soft economic 
times. 

One example of this is the year’s 
stellar performer, Pole Position from 
Atari, still high on the charts and no 
doubt back ordered for God-only- 
knows-how-long. 

Operators still wait for their first sit- 
down, or a second or third. How does 
the news strike them that arcade 
quality graphics and play will soon be 
available for only the price of a car- 
tridge? 

Now this isn’t to suggest that I 
haven’t heard (or even been a part of) 
many arguments that availability for 
the home won’t diminish the earning 
power of a model still in its prime. 
After all, the reasoning goes, if a player 
can “practice” (the term that always 
seems to be used) in the privacy of his 
home, he'll then race to the nearest 
location and show off his self-taught 
expertise, this regaling friends and 
observers alike. 


But what about the practice in the 
arcade which translates to real dollars 
and income for the coin-op industry 
and not just some third party? That is 
an issue and gets to the heart of what is 
rapidly happening to two desperate 
industries grasping at some temporary 
solution for a much greater and deeper 
problem. 

I still believe that a case can be made 


Congo Bongo brings 
into play some 
conventional action 
that somehow 
appears original. 


for the “arcade experience” vs. playing 
at home. I have had that option for the 
past nine years, given my collection of 
pinball machines and even home video 
systems. However, what about the rest 
of the world? Maybe the movement, 
unconsciously to more diversified 
products in coin-op, is a reaction to 
this, as well as an attempt to stir play- 
ers’ lagging interest. 


‘Congo Bongo is a jungle 
of adventures 


There has been an appreciable 
improvement, at least superficially, 
when viewing today’s machines and 
comparing them to those from, say, a 
year or two ago. Storylines and themes 
are more imaginatively integrated and 
developed, graphics are visibly 
upgraded, and a wider range of choices 
is available. For now, let’s take a closer 
look at some of the current crop. 


Sega’s Congo Bongo 

Sega is hoping that players will 
continue to go ape with a very imagi- 
native effort that takes the dimension- 
ality of Zaxxon and puts it into a 
jungle of adventures. 

PLAY: Utilizing an eight-way joy- 
stick and a lone jump button, Congo 
Bongo brings into play some conven- 
tional action that somehow appears 
original. There are four screen scenes 
and a hunter going after old Bongo the 
gorilla for revenge for giving hima hot 
foot in the first sequence. To begin 
with, the hunter must climb cliffs while 
avoiding rolling coconuts and frisky 
monkeys intent on jumping on his 
back to throw him off peaks. 

Next, it’s on to Snake Lake, where 
the objective is to maneuver around 
scorpions and serpents in the hope of 
finding a safe path to Bongo. From 
here there’s Rhino Ridge with 
charging rhinos to dodge and mole 
holes to leap into for safety, or to avoid 
if they’re already occupied. 

The last challenge is mastering the 
waterway movements of fish and 
hippos in order to get from one side of 
the screen to a confrontation with 
Bongo and victory, as well as the 
chance to start all over again where the 
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action speeds up, and play becomes 
more difficult. 

ANALYSIS: The perspective, 
visually, is once again at an angle from 
the left side of the screen on over to the 
top right. Maybe because of the 
background and familiarity of the turf, 
vs. gauging heights in space, I found 
the play much more accessible where I 
only needed to work out a practical 
strategy for each stage and then refine 
It, 

A nice, almost subliminal touch, is 
that there really isn’t any actual 
violence in Congo Bongo. The hunter 
is only trying to jump over and avoid 
the creatures. And when players do 
screw up, the little hunter dons angel 
wings and floats up to heaven only to 
be instantly resurrected to fight once 
again. Video staples such as climbing, 
jumping, hopping, running, and 
timing are all the important ingredi- 
ents for player success. The total pack- 
age is a basic combination that’s 
appealing and fun to play, as wellas to 
watch. 

GRAPHICS: Sega has created a 
niche for itself with some outstanding 
raster graphics which it continues to 
parlay, and Congo Bongo is no excep- 
tion. The colors are rich, and the 
images on screen have texture and 
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dimensionality that make this effort an 
eye pleaser. Add some good sound 
effects, and this video adventure offers 
entertainment on a number of levels. 

PROS & CONS: If players are 
looking for a solid storyline, variations 
in game action within a single 
machine, and standard controls, then 
Congo Bongo will get a following. 
But how long will the thrill remain 
once players journey through the four 
screens? 

RATING: There is no question 
that Congo Bongo was one of the high- 
lights at the Amusement Operators 
Expo, deservedly so because it is a cute 


game which doesn’t rely excessively on . 


this one aspect at the expense of what 
it delivers. It should be acrowd pleaser 
for a viable amount of time before it 
hits the home market (can’t see this 
One not going that route), and we'll go 
with a ##I4. 


Williams’ Sinistar 

Maybe it’s the nature of the business 
or just a broad generalization, but in 
looking at video games and players, 
there doesn’t seem to be the “brand 
loyalty” that there once was in the days 
of the pinball. Back then you had a 
sense of what each company was going 
to feature or incorporate into machine 


design. A certain continuity segmen- 
ted the market and created followers 
who always would give more of a 
chance to their favorite manufac- 
turer’s new game. 

Today a veritable potpourri of 
games are churned out by each of the 
companies, so that one model might 
appeal to a player but not the follow- 
up. An exception to this has been, 
appropriately enough, a pinball manu- 
facturer turned video power, which 
has become synonymous with a partic- 
ular kind of game for very specific 
players. It has been enough to propel 
Williams into the spotlight and keep it 
there. And now comes Sinistar hope- 
fully to carry on the tradition. 

PLAY: Originally unveiled at the 
AMOA, the game has been substan- 
tially tweaked into a far superior effort 
that is truly an experience to play. 
Although 50 ways to leave a lover (the 
Paul Simon tune) might have seemed 
like a lot, how about a 49-way joystick 
and two fire buttons? (Didn’t know 
you could move that many ways did 
you? You thought there were only the 
ups and downs, sides to sides, and 
diagonals.) These are the controls fora 
game featuring not only avoid and 
attack, but also seek and secure. 

The premise of Sinistar is for play- 
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ers to fly in space gathering up cosmic 
crystals as the only defense against a 
sinister power which is formed during 
the action. 

Basically, the challenge is to maneu- 
ver in a galaxy populated by plane- 
toids which, when shot at, result in 
little bits breaking off that must be 
gathered before enemy worker ships 
get them. In the player’s grasp, they 
become “sinibombs” with the alterna- 
tive being their use as the stuff by 
which “sinistars” are born. 

Fortunately, the worker ships have 
no firepower, and smashing a player’s 
ship into a planetoid will only cause it 
to rebound. But the player must also 
contend with warrior ships, since they 
can fire away. No matter what 
happens, however, if players choose to 
destroy parts of the Sinistar before it is 
completed, the final conflict is destined 
to occur, with an arsenal of 20 sini- 
bombs maximum to draw on to begin 
again and again. 

Incorporated into the screen is a top 
center scanner area which provides the 
location of the player’s ship as well as 
where the Sinistar is in relation to this 
point and written status reports 
between waves which signal what’s in 
store, depending on where the player’s 
ship has traveled. 

ANALYSIS: Coming on the heels 
of Centuri’s Time Pilot—although the 
underlying themes of the games are 
different—Sinistar features almost 
total access of movement in the skies, 
as well as rapid fire which might be 
seen as an overlap problem. However, 
this effort incorporates so much more 
to the storyline that it could conceiv- 
ably be the next step for those already 
weaned on Time Pilot. After all, 
there’s not only the need to blow things 
off the screen but, if a player is to be 
successful, he'll eventually have to 
come up with a strategy for mining 
crystals and gaining sinibombs to fight 
the Sinistar. 

So there is a level of sophistication 
and depth to the play just as there was 
with Defender which has humans to be 
rescued or Robotron with its little 
family members looking for refuge. 
Put all together, it’s fast-paced, non- 
Stop action that’s geared to get the 
adrenalin flowing and definitely not an 
attraction for the more passive, laid- 
back game player who’s not willing to 
work to achieve rewards. 

GRAPHICS: It’s easy to take it for 
granted, but once again Williams 
served up a Strong visual package that 
has almost become a distinctive trade- 
mark. The universe displayed has 
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great color and depth of field, and the 
ultimate Sinistar is a sight to behold. 
But it doesn’t stop there. Sinistar has 
the strength of the sound effects as well 
as the exceptional use of speech. 
Sinistar isn’t just your run-of-the-mill 
villain; he breathes, warns, mocks, and 
can scare the hell out of the faint of 
heart, especially in the sit-down 
version with its stereo sound. The 
visual updates and scanner are invalu- 
able, and the controls are obviously 
very precise and responsive—with 49 
ways how could they not be? 

PROS & CONS: Williams has 
garnered a rather defined playing 
audience which should find the same 
type of action it’s come to expect from 
the company. However, this time there 
is a difference. Before, the games, by 
and large, posed an infinite universe of 
possibilities and challenges. Sinistar is 
a departure from this norm since there 
is an ultimate conflict; survive and you 
begin again with the degree of difficul- 
ty increasing but not the setting. How 
many Sinistars can one face and is it 
enough to sustain interest and not 
limit players in their own minds as to 
how adept they are or might become? 
Now there’s a measure other than 
waves or levels, and I wonder if it will 
be perceived like that by today’s audi- 
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ence and have an effect. 

RATING: There’s no denying how 
far Sinistar has come since last fall, but 
how far it can go is another question. 
It’s an exciting game, with much to 
offer for the senses. This is what will 
carry Sinistar if it is to have an appre- 
ciable impact during the coming 
months. 

Initial earnings should prove to be 
very high, but where it levels off, and 
how quickly, will be dependent upon 
the right players finding the game and 
then sticking with it. For all of the 
questions remaining to be answered, 
it’s difficult to discount or ignore the 
allure of the cosmetics. We’ll go witha 
tentative ### 4. 


Centuri’s Gyruss 

For television trivia fans, I offer that 
the Robinson family and Dr. Smith 
would be pleased to see that video 
hasn’t given up the idea of players 
being “lost in space” as a theme. The 
strong performance enjoyed by Time 
Pilot has raised the awareness level of 
everyone regarding this Hialeah, 
Florida-based manufacturer. It has 
not lost stride with this Konami- 
licensed follow-up which incorporates 
fast-moving action with a superb 
package of sound effects and a musical 


track. 

PLAY: Take some of the play from 
Galaga, mix it with movement remi- 
niscent of Tempest, and you get an 
idea of where Gyruss is coming from. 
A joystick control and a fire button 
really enhance play and maneuverabil- 
ity. The object is to blast away a 
dizzying array of adversaries (named 
Exarsions, Petarions, Terarions, and 
Gigarions) as they spin out from the 
center of the screen and speed to the 
outer edges. Players can whirl around 
the screen, similar although less 
visually restrained than Tempest, to 
destroy the oncoming hordes and gain 
access to the next level. 

An impressive 23 levels are featured 
in Gyruss, with not only enemies to 
shoot at, but also a variety of objects 
hurdling by to avoid and dodge. As 
they advance, players get the chance 
for a bonus stage where the object is to 
blast everything in sight (a Galaga 
inspiration). Then comes an interlude 
where the player’s craft is drawn 
toward an image of one of the planets, 
from Neptune to Uranus and on and 
on, hopefully, to get back to Earth. 
Hitting certain enemies results in a 
limited amount of double firepower 
for players able to keep some sem- 
blance of control as the pace heats up. 
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ANALYSIS: Gyruss is a machine 
which has a built-in allure. The con- 
trols are simple, using a joystick rather 
than a trackball or turning knob, a 
distinct advantage in terms of feeling 
comfortable playing the game and 
having control. 

I first encountered Gyruss at the 
Centuri bash held at the AOE. There 
was a physical rush that I hadn’t felt 
since I tried my hand at Black Knight 
in the Williams’ game room. Some- 
how, I got caught up with the action on 
screen and found myself reacting at a 
much more heightened pace in an 
effort to keep up with the images. The 
changing patterns and movements of 
the various objects keep the play inter- 
esting throughout the game as players 
go from one phase to the next. 

And the ability to physically move 
the ship around the screen, rather than 
having to stay at the bottom, or just 
going from the bottom on up in a 
linear pattern, is enough to open up 
individual styles of play to help trans- 
form a fundamental video design into 
something more. 

GRAPHICS: This aspect of 
Gyruss isn’t all that remarkable 
compared to many of the current 
models, but there is some decent 
detailing of on-screen objects. And the 
interlude where a player goes from one 
stage to another by being drawn intoa 
planet is a nice touch visually. How- 
ever, a Strong part of the total cosmet- 
ics is the inclusion of a wonderful 
soundtrack which may usher in a new 
sensibility toward music as a compo- 
nent of video to enhance the playing 
experience. 

PROS & CONS: Although some 
critics might claim that, in general, 
games are too repetitive, Gyruss seems 
to warrant recognition as an effort that 
has mixed a number of video basics 
while also throwing in new twists to 
make it a different challenge. For 
shoot ’em up players, the machine has 
almost everything everyone could 
want. 

RATING: With Time Pilot and 
now Gyruss, Centuri seems to have put 
together a pair of worthy efforts that 
should leave many wondering if the 
streak can continue. Gyruss is a well- 
conceived idea that has been ably 
executed from the use of acomfortable 
and manageable joystick to the 
musical accompaniment which might 
make a #### a foregone conclusion 
Once it hits the streets. 
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Ball Deluxe in 1981, the only thing it 
had in common with its 1977 legend- 
ary predecessor, which brought 
memory and recall to multiplayer 
solid-state pinball machines for the 
first time, was a similar theme and 
graphics approach. But the basic play 
and targets were as different as the 
evolutionary process and design 
discretion had allowed. The same 
thing held true for a follow-up, Fire- 
ball II, which attempted to capitalize 
on any lingering awareness of the 
classic °72 model which had become 
synonymous with the term pinball. 
Then we saw Williams modify 1980’s 
Blackout, transforming the board into 
Warlok, which improved on the basic 
layout while leaving much of the 
original field design intact. 

Now, with those companies still 


dedicated to the belief that flipper 
games can achieve a viable audience 
focused on bringing no-nonsense play 
action to life, comes Gottlieb with 
blasts from the past guaranteed to stir 
the memories of the few of us who 
remember one of the golden ages of 
pinball. What a new generation of 
players might think if they give this 
effort or Royal Flush Deluxe a shot is 
anyone’s guess. Who knows what 
distant favorite might gain new life in 
the future? 

PLAYFIELD: A new coat of paint 
and some extra digits for scoring 
values, and suddenly 1972 returns for 
those who might want a point of refer- 
ence regarding when Orbit was first 
released. (By the way, Gottlieb did 
build a two-player Outer Space and an 
add-a-ball version, called Tiger, in 


1975 for the overseas market.) 

The action begins with three lanes at 
the top left, with the center one 
advancing the bonus, while over at the 
right is a wide opening leading down to 
the field. There are three widely spaced 
thumper bumpers in this region, 
flanked by a stand-up target at the left 
as well as a side roll down. At the right 
is another stand-up as well as a return 
point back to the plunger via a wire 
form. 

Move down to mid-field, and it’s 
wide open spaces in the center. The 
right side features a spinner and lane 
combination, and the left offers the 
company’s longtime favorite pinball 
attraction—the vari-target. Move 


down and there’s a left side lane down 


to a flipper and a right side with a 
rubber leading down to the flipper as 
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well as an open gate possibility. 

ANALYSIS: If nothing else, Super 
Orbit is faithful to its inspiration and 1s 
a very straightforward design without 
any frills. There are basically two shots 
for players to worry about. The left 
side vari-target features six levels of 
incremental bonus advances and alsoa 
special when lit. At the right is the 
spinner which is tied into a circular 
array of lights on the board and keeps 
track of the revolutions which also add 
up to bonus value points. 

Double bonus is thrown in as an 
Operator setting for the last ball in 
play, anda 100,000 point maximum is 
present for the out-hole bonus. There’s 
decent access to most portions of the 
field, although no clear-cut shot back 
up to the top. This is compensated for 
in the close placement of primary 
targets which can be reached on shots 
from the left to the right or right to the 
left as well as off of reverses. 

GRAPHICS: The artwork is color- 
ful and rich and not overpowering, but 
the *72 version might have been looked 
at more closely for additional detail 
work since it was exceptional for its 
time and hasn’t really been dated. 
However, Super Orbit seems to be 
good, old-fashioned pinball, and the 
graphics don’t detract from this at all. 

PLAY: Seven digit scoring and 
playfield values which tend to max 
themselves out make setting limits an 
almost simplistic task, although I do 
wonder if we'll also see a return to 
some five-ball games. 

For three-ball, extra ball play, you 
Should be OK with a 500,000 point 
start followed by 1,000,000 points, 
while free play could be increased by 
about 200,000 points for each limit. 
On five-ball go with 1,000,000 and 
2,000,000 points and see if your 
players can handle it. 

PROS & CONS: When I first 
encountered Orbit, I loved it. The play 
was simple, yet challenging. For that 
time frame, the game more than satis- 
fied my pinball playing desires. But I 
don’t know if the same can be said for 
this effort since we’ve come so far as 
pinball players. It’s not easy to dismiss 
a build-up game with bonus values 
that can be earned and a board that 
isn’t as Spartan as this one. 

The issue is interesting a market that 
hasn’t had that flipper education many 
have experienced. And for them Super 
Orbit may just be a_ worthwhile 
venture that gets their feet (and flipper 
fingers) wet while readying them for 
more sophisticated and complex game 
play. On these counts the machine has 
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potential to win players back. If the ’72 
player profile can be duplicated today, 
then Super Orbit can find a niche. 

RATING: Outside of whatever 
cost factors might have sent Orbit on 
its reborn path, I might have chosen 
any number of other Gottlieb games 
for asecond life. If I were limited to the 
same era, Jack-In-The-Box from 
1973 was a great game with its long 
bank of drop targets and two sets of 
flippers. Big Indian from 1975 was an 
exceptional, although admittedly, 
loaded game and could I ever forget 
Jump—the inspiration behind my own 
Sharpshooter? 

Anyway, what we have is Super 
Orbit anda ## 4 for effort in trying to 
appeal to new players. But what about 
the rest of us hardcore aficionados 
who play anything we can get our 
hands on—this may be a different 
matter and, fortunately, there’s Royal 
Flush Deluxe waiting in the wings to 
take up any slack. 


The season’s parade of games keeps 
coming, although it doesn’t take much 
effort to notice the increased attention 
on such novelty attractions as ICE’s 
Chexx, Namco’s Sweet Licks, and 
Stern’s Mazer Blazer. If variety is, 
indeed, the spice of life, so too might it 
prove to be the necessary ingredient 
that’s been lacking for so long in the 
coin-op business. 

At least cash box reports seem to 
indicate that maybe today’s players 
aren’t as single-minded, regarding 
their loyalty to only conventional 


‘video games. Even a machine like 


Bally’s Baby Pac-Man proves that 
hybrids can offer staying power and 
return On investment. 

As for the summer and what the 
market will bear, it’s a difficult propo- 
sition to forecast. Any prevailing 
trends are going to be interrelated with 
product accessibility, the economy, 
home market influences, and last, the 
competition for players’ dollars from 
other leisure time entertainment alter- 
natives. 

The important thing will be to wait 
until the fall to see how the battle lines 
are drawn. In the meantime, shrewd 
operators will endure by selecting 
equipment that complements what’s 
already on location and re-evaluating 
Operating procedures, promotional 
activities to draw business, and pricing 
and maintaining current games. So, 
until next time, as always, be well and 
prosper. e 
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Examining pinball remakes, 


recent releases 


Showing the spunk of filmdom’s 
famed fighter, Rocky Balboa, telling 
his ring opponent to “go for it,” Gott- 
lieb Amusement Games is prepared to 
participate in pinball industry pugi- 
lism, judging by some of its latest 
games. 

Gottlieb’s recent triple threat, con- 
sisting of Rocky, Punk, and Q*Bert’s 
Quest, should serve notice to the pin- 
ball community that anything goes in 
playfield design—which doesn’t 
necessarily mean more of those office- 
building playfields (two levels and a 
garage below). 

Furthermore, Gottlieb’s decision to 
re-release two of its popular electro- 
mechanical games (Royal Flush and 
Orbit) in a solid-state format shows a 
responsiveness to pin players every- 
where who for so long have wondered 
why the manufacturers don’t re- 
release their old hits. 

It wasn’t until last year, when Bally 
produced Eight Ball Deluxe in a new 
cabinet, that any manufacturer madea 
duplicate of a past pin. Then Williams 
Electronics offered Warlok, which was 
your basic Blackout with new graph- 
ics. Both games were offered about 
two years after the original models. 

Gottlieb has seen the competition 
and raised it, with two more remakes— 
Royal Flush Deluxe and Super Or- 
bit—copies of the electromechanicals, 
but with updated graphics. 

Evidently the firm wants to appeal 
to the loyal pinball player while giving 
new players a game that won’t 
bewilder them at first glance. Qualities 
such as these led to the success of Eight 
Ball Deluxe and Blackout during the 
peak of the video-game craze. 


Possible art forms 
This is not to say that the subse- 
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quent multilevel pins doomed the 
entire game form. Indeed, we may 
someday look back at games such as 
Williams’ Black Knight, Bally’s Flash 
Gordon, and Gottlieb’s Haunted 
House as some of the most imagina- 
tively designed pinballs ever—just as 
we might now look back on Bally’s 
Fireball, Gottlieb’s Kings & Queens, 
and Chicago Coin’s Thing as impres- 
sive games of their respective eras. 

Well! Thoughts like these open up a 
whole new can of worms. Does this 
mean that to keep up with Gottlieb, 
Bally might produce an electronic 
Fireball, just like the original? 

Fireball currently is the most valu- 
able collector pin on the market, but 
that’s not making Bally any money. So 
what’s taking it so long? 

Williams could seize the opportu- 
nity to make an electronic version of 
one of its superb stable of old horse- 
race pins from the late ’50s/ early ’60s, 
such as Hayburners, Spark Plugs, and 
Nags. 

Nags was the most remarkable. It 
featured six numbered jet bumpers, 
each one corresponding to a horse in 
the mechanical animation feature 
behind the backglass. But unlike its 
predecessors, Nags’ bumpers were 
mounted on a slowly revolving plat- 
form, giving the player a better shot at 
the desired bumper to advance that 
horse to the finish line. 

The industry has put horse-themed 
pins out to pasture for far too long, 
and what other manufacturer has as 
good a track record as Williams in 
making these games? 


Last resort 

Despite the positive potential of 
repeating past models, the move 
represents in reality a last resort, 
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[t wasn't until last year that any manufacturer made a duplicate 
of a past pin. 


because for so long the industry 
haughtily resisted such suggestions, 
claiming the designers had a healthy 
backlog of ideas for new games. 

But now, with pinball staffs being 
cutback or eliminated, companies that 
re-release games save the expense of 
designing new playfields and making 
new custom parts. 

Remanufacturing old games buys 
some time for the industry until 
advanced technology and the result- 
ing player interest find their way to 
pinball. 

However, let’s not dismiss the 
Gottlieb triple threat pinballs, which 
are originals in every sense. Rocky and 
QO* Bert’s Quest feature unique flipper 
placement, while the feisty Punk 
comprises just about every ball- 
kicking apparatus in the company’s 
arsenal; it makes the player a witness 
to a virtual slam dance under glass. 

Punk's four slingshots, five pop 
bumpers, and five kicking targets are 
situated face-to-face with pop bump- 
ers. But the game’s four flippers give 
the player a semblance of control in 
pursuing the plethora of targets, espe- 


cially during the bedlam of multiball. 

Audio touches that distinguish 
Punk include a game-start tune that 
captures a Sex Pistol-like guitar riff, as 
well as assorted drum beats during 
play to signify scoring and a raging 
guitar whine when the ball drains 
through the side lanes. 


Punk's alluring, splashy graphics 
are similar to the shades of red and 
Orange used on other recently hot 
Gottlieb pins, such as Mars, Volcano, 
and Devil’s Dare. 


Teen themes 

Gottlieb in past years has responded 
to teen themes with games like Far 
Out, King Kool, and Groovy in the 
electromechanical era, and the solid- 
state Roller Disco. Coincidentally, 
when the firm chooses this theme, the 
game is usually a solid effort. Punk 
continues this skein because it is a 
return to single-level, target-shooting 
pinball, a mode of play that has been 
Gottlieb’s traditional forte. 

Another impudently original pin- 
ball is Rocky, basically a drop-target 


gallery, but featuring an unorthodox 
flipper setup (two each at lower left 
and lower right) beneath two pairs of 
near-vertical kicking rubbers that 
suggest the ropes of a boxing ring. A 
fifth flipper is located near the top. 

The object is to knock down the 
numbered drop target that corre- 
sponds to the round in progress before 
time runs out. If the player wins the 
round, a burst of applause is emitted 
and an old Gottlieb standby, the five- 
inch bell, clangs twice. 

Losing a round sets off the game’s 
speech—a weakness, because it sounds 
like the voice of the video game Gorf— 
which is not as sophisticated as speech 
packages used by other pin makers. 
When the round is lost, and the voice 
sneers in its Gorfian drawl, “You lose, 
DA-DA-DA,” it’s more ludicrous 
than it is laughable. 

Background music during the game 
is excerpted from the movie’s theme 
song, and it succeeds in making the 
player feel like a part of the Rocky 
milieu. 

Meanwhile, the pyramiding number 
of players familiar with the video game 


When Gottlieb chooses a teen theme like Groovy or Roller Disco, 
the game is usually a solid effort. 
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Q* Bert might feel more comfortable 
with the audio in Gottlieb’s QO* Bert’s 
Quest pin, because it sounds just like 
the. video game. 

The strategy of designing a pinball 
to capitalize on a successful video 
began with Bally’s Space Invaders pin, 
and continued with Bally’s Mr. & Mrs. 
Pac-Man and Williams’ Defender pin, 
all excellent games. It is an intelligent 
way to offer a new pinball playfield, 
but use previously developed sounds 
and graphics that gain instant recogni- 
tion among video players. 


Q*bert’s Quest playfield 

Once again, Gottlieb strives for the 
unique in QO*bert’s Quest by incorpor- 
ating a figure-eight rampway that 


history is 
rooted in the 


Middle Ages, but today 
the game of darts has 


come of age. 
Celebrating 

the 100th birthday 

of the modern game: 


© Official dartboard size— 


bull’s-eye height. 


e 5 challenging games: 301, 


501, High Score, 
Shanghai, Scram. 


e Fast multiple player time— 


high revenue producer. 


e A natural for leagues and 


tournaments. 
© Unique classic styling 


Distributed by: 


NOMAC LTD. 


211 Berg @ Building 6 
Algonquin, IL 60102 
312/658-6166 
Literature available. 


© 1982 Industrial Design 
Engineering Associates 


sprawls over the playfield, and by 
mounting two of the game’s four 
flippers at a downward angle to save 
the ball at the lower drain areas on 
each side of the rampway. 

O*bert’s Quest’s playfield is imagi- 
native but almost too simple in terms 
of ball-diverting features. It has two 
pop bumpers at the top area that 
contribute minimally to overall game 
play. The two slingshot kickers lined 
up conventionally with the two middle 
flippers are obligatory at best. 

The game almost seems inspired by 
the pin version of Baby Pac-Man, 
except that Gottlieb offers a decidedly 
larger playfield than Bally’s video- 
pinball combination. 

Like the Q*bert video, the object is 


312/658-6166. 


to complete a pyramid of cubes while 
eliminating enemy monsters. The 
result is a game that might seem tame 
to aficionados of Rocky or Punk. 

Nevertheless, Q*bert’s Quest 
requires skillful shot selection and 
strategy that should appeal to the 
video player who enjoys playing pin- 
ball and who prefers less frantic play- 
field action. 

After becoming accustomed to the 
nuances of these progressive pins, the 
way a righty fighter must adjust to the 
style of a southpaw like Rocky Balboa, 
the experience of going against Gott- 
lieb’s triple threat might move players 
to say, with exaggerated Philadelphia 
accents, “Dis is da biggest trill in da 
history of my life.” e 


FINALLY, 
a superior choice: 


with 
TRU-SCORE™ 


@ Tru-Score is a sophisticated, copyrighted software 
technique designed to minimize scoring errors. 


@ CENTURY DARTES provides one of the best values in the 
amusement game industry. The initial cost (less than 
most video games) plus no recapitalization makes it a 
sound investment. Within six months, most video games 
lose their popularity; in contrast, the CENTURY DARTES 
game increases indefinitely! 


@ Low maintenance costs because this game is made with 
such care that each unit carries a one year warranty. 


® Modular construction for fast field servicing. 


@ Want to know more? Call NOMAC collect at 
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Don't gamble 
on video games. 
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thereS a sure thing... 
Turn the page. 


©1983, Digital Controls, Inc. 


Why gamble your hard earned 
money on a game that might not make 
it when you have a sure bet with 
LITTLE CASINO? 

LITTLE CASINO 1s a bar-top 
game that offers the player or players 
four different games: POKER, BLACKJACK, 
CRAPS, or HI-LO.. .all easy, all familiar, all 
popular. No spaceships or bouncing monkeys. 

And no need to worry about legal hassles 
with our game either. There's no ante up with 
LITTLE CASINO, there are no free games or 
credits awarded, and there’s no knock off meter 
to tempt your locations. 

What you've got is a safe investment with 


With Little Casino, 
Everybody Wins. 


a full cash box... week after week after week. 
No one can tie up the game because there are 
no replays and no patterns to be learned. But 
the roll of dice and the turn of the cards will keep 
your players amused time after time. Just ask 
the operators you know who've had LITTLE 
CASINO on customers locations for over a 
year... and still earning strong. “It’s a gold 
mine,’ Says one. 


For information on the distributor or 
operator nearest you, please call (800) 


441-3332 or write to: Digital Controls, Inc. 
P.O. Box 48334 Atlanta, GA 30362 


©1983, Digital Controls, Inc. 


Your locations will appreciate 
the slick compact cabinet, in beige 
or black, and the full color monitor 
with its attractive screens. They'll 
also love the additional bar business 

that LITTLE CASINO generates 
for them. 

And here’s a plus: you can program the new 
LITTLE CASINO to display your customer's 
advertising messages during idle moments. 
Imagine —a personalized game for each locale! 

We'd like for you to know more about 
LITTLE CASINU and about its profit potential. 

Don’t gamble with profits or with success. 
Put your money on LITTLE CASINO. 
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PAMMA Member Assesses 
The Coin-Op Industry 


PADDPDDIDPDPADPDPAPDIPAPPIPIPIPDIIIIDIDIIIIIIIIIIIIO 


Editor's Now Donen Sa vatore, a 
member of the Pennsylvania Amuse- 
ment and Music Machine Association 
(PAMMA) board of directors, recent- 
ly presented this ee 6 at a Banner 
bee meg = —See 


gets no respect—he should try 
being an operator for awhile. 

I think we should hire Rodney 
Dangerfield to be our national spokes- 
man. I cannot think of anyone who 
identifies more with our industry. 

Industry—is that the right word to 
describe our business? 

In the past year and a half, coin 
operated amusements ( Pac-Man) have 
received more media coverage than the 
space shuttle, unemployment, or 
Three Mile Island. Fortunately, Three 
Mile Island did not melt down and 
destroy itself. Il hope someday I can say 
the same for our industry. 

Taxing authorities, locally and state- 
wide are taxing us as if we were an 
industry. 

The IRS code requires us to depre- 
clate our games over five years— 
although many of our games have a 
useful and functional life of less than 
one year. 

Big industry gets to depreciate over 
five years equipment that has a useful 
and functional life of up to 30 years. 

Federal, state, and local govern- 
ments think we are an industry, requir- 
ing us to file voluminous penalty 
related forms, as if we each had a full 
office staff of a secretary/ bookkeeper 
accountant and staff legal counsel. 
That last guy is really important 
because many of those taxes and forms 
that are required specifically state that 
if you do not file or pay on time, crimi- 


|: Rodney Dangerfield thinks he 


nal charages will be filed against you. 

We are being treated as if we are an 
industry. We had better begin to act 
like we are an industry. 

How did all this happen to us? 
Where were we when these laws and 
rules and taxes were being passed? 

I'll tell you where we were not. We 
were not organized. We were not 
organized on a local and state level. 
And we really didn’t have anyone on 
the national level looking out for the 
individual operator’s interest, simply 
because most individual operators 
were not interested. 

We were all too busy to get involved. 

But back to respect. 


Do the manufacturers respect us? | 


Consider this: 

I. Not too many years ago, each 
provided us with four or five new 
games a year—somehow they were 
making money. 

2. The distributors were able to 
stock all the parts necessary to keep 
these games in good working order. 
They made money and had happy cus- 
tomers. 

3. The operator made money and 
was able to sell some of his older games 
to other operators or to trade them in 
because they had value—built-in 
value—because these games were pro- 
duced on a limited production basis. 

4. The locations were happy and 
they were making money. If the opera- 
tor was making money, so were his 
locations. 

Today we are being inundated with 
new games. It has become a challenge 
just to remember the names of these 
games, let alone how to play them or 
keep them repaired. 

Limited production—forget it. If a 
game is successful, they will produce it 
not by the thousands but by the hun- 
dreds of thousands. 


They will use the media to get as 
much publicity on these new games as 
humanly possible—forcing the opera- 
tor into buying these new games or 
facing the wrath of their locations. 

Do you remember when you used to 
tell your location about a new game 
you were going to try to get for it? 
Now locations tell you what games 
you are going to get for them and how 
many. 

The manufacturer will keep pro- 
ducing these new games until its com- 
puters tell it that the market is totally 
saturated. 

You know what is coming next, 
don’t you? 

Deluxe, Super Deluxe, Ms., Mister, 
Aunt, Uncle, Mother, Father, etc. 

Respect—I don’t think so. 

Their goal seems to be to drive their 
most successful games into obsoles- 
cence as fast as possible. 

Of course, if their computer makes a 
mistake, we have closeouts. Sounds 
great doesn’t it—a brand new game at 
half the original price. But what does 
that do to the games you bought at full 
price? 

It would be a little bit easier to take 
if they would produce innovative 
games to accomplish this forced 
obsolescence, but that would be taking 
a chance. They are sure they can do it 
with second, third, fourth, and even 
fifth generation games. 

We all want and need new games, 
but give us a break. 

A little guy in his garage workshop 
can produce a kit to convert our exist- 
ing game to these new generation 
games for $200 or $300, and he doesn’t 
have the manufacturers’ sophisticated 
production facilities or the ability to 
mass-produce or mass market these 
kits. 

Of course, these kits violate copy- 
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right laws, so we should not buy them. 
But why can’t the manufacturers offer 
us these kits? 

Why do we have to pay for another 
cabinet, another TV monitor, another 
power supply, more freight charges, 
and additional sales tax just to get a 
second generation game? 

Is that really too much to ask? 


We are told there are copyright pro- 
blems and most of these new games are 
incompatible. A kit can’t be produced 
because of incompatibility. That guy 
in his garage workshop probably 
doesn’t know what the word compati- 
bility means, because I suspect he 
could produce a kit that could convert 
your old Dumont television set into 
Grandmother Pac-Man. 


Television. How about those new 
home video games? 

How does it feel to test market these 
games for the manufacturers so that 
they can produce only the successful 
games for the home video market 
where they sell those video cassettes by 
the millions? 

Would it really be asking too much 
(since we are paying about $3,000 for 
our games), that these games not be 


made available to the home video mar- 
ket for two or three years? 

They have the copyright laws to pro- 
tect themselves, but I also think they 
have a moral obligation to protect us. 

The distributor is stuck in the 
middle. He has to face us every day. He 
has to stock at an enormous expense 
more new boards than he ever 
dreamed of, and buy new sophisticated 
test equipment to try to keep all those 
boards repaired. Technicians must be 
trained to operate this test equipment 
and try to do this with the technicians 
that we operators don’t steal once 
we're sure they are properly trained. 

With all the publicity, your loca- 
tions know exactly what games they 
want, and you better provide them, or 
they will go to that new breed of opera- 
tors who will provide them any game 
they want regardless of return on 
investment. You know what I mean— 
the people who are in this business 
now because of all of the publicity, 
part-time or as a hobby. They really 
don’t have to make any money because 
they are only investing money that 
would be paid in taxes anyway. And 
besides that, it makes for great conver- 
sation at the club and at cocktail 


parties. 

I am a pre-med graduate. I told my 
physician recently that I would give up 
my part-time medical practice if he 
would get out of the game business. 


Most of us are still putting games 
out without a contract that specifically 
states how many dollars per week we 
are going to charge the location as a 
minimum guarantee for that game, sa 
that we can get a reasonable return on 
Our investment. 

I wonder how many games our loca- 
tions would want or insist on if they 
were responsible to pay a set minimum 
on each game. Aren’t we entitled toa 
reasonable return on our investment? 


These are troubled times. Collec- 
tions are down a good 25 percent 
across the state, but taxes and other 
costs continue to climb. 

Our best weapon is a strong organi- 
zation. It is better to be active today 
than be forced out of business tomor- 
row. To conclude otherwise is to con- 
tinue to dwell in the house of 
ignorance. Join your state and local 
organizations today. 

Don’t you think it’s time we get a 
little respect? e 


The distributor must be able to keep trained technicians—before operators steal them. 
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Are conversions worthwhile 
investments? 


Conversions, Conversions. It seems 
everyone is doing them. With the high 
cost of today’s new games (and lower 
collections), converting old video 
games into potentially higher earning 
games is a necessity for every operator. 

But beware! You must first choose 
the conversion kits that will last more 
than a week on location before players 
lose interest. 

I’ve taken a good, hard look at 
almost all the conversion kits on the 
market and found that only a few are 
really worthwhile investments: Mr. 
Do! by Universal, Zoar by Tago, 
Hunchback by Century Video System, 
and Pac-Man Plus by Bally. 


Almost anyone can convert an old 
video game to a new one using a new 


printed circuit board, a few parts, and - 


some very basic technical skills—such 
as soldering wires to component parts. 
The tricky part is to troubleshoct the 
new game after it is assembled so that 
it will work correctly. If you run into 
difficulty, don’t panic, because there is 
always help available via telephone. 
A video game is simply a micro- 
computer in a large cabinet with a 
video screen and switch controls 
Operated by the player. The switch 
controls consist of buttons, a joystick, 
and a coin mechanism. The micro- 
computer printed circuit board con- 


trols the output on the video screen 
and determines which game can be 
played. 

To change an old game to a new 
game, simply remove the old printed 
circuit board, install the new board to 
fit the wiring configuration suited to 
the new PC board, and hook up the 
wires going to the various game com- 
ponents: the monitor, the controls, the 
coin door, and the power supply. 


Two approaches 

This can be done in either of two 
ways. The first is to remove all the old 
wiring in the cabinet, make a wiring 
harness to plug into the new board in 


From: “pin C” “Input” 
Composite Sync 


Edge Connector 28 PN 


FIGURE I: 


“7404” or 
74LS04 


“Output” 


SYMPTOM: Picture is not centered 


This component must be added. 


To: The G polls of pin 5 and pin 6 of board chasis. 


SPECIAL SYNC CONVERSION WHEN CONVERTING 


MR. DO! FROM A GAME THAT HAS AN 
ELECTROHOME MONITOR 
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FIGURE 2 
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the proper configuration, and hook up 
all the ends one by one to the com- 
ponents. 

The other way is to leave the original 
wiring intact but to wire an adaptor 
connector that will plug into the old 
board’s connector on one end and fit 
into the new board on the other end. 
This makes future conversions simpler 
and aids in troubleshooting. 

Both methods give the same result: 
the +5 volts on the power supply con- 
nects with the +5 volts on the new 
board, and the plus +12 volts connects 
to the corresponding +12 volt connec- 
tions. Usually only these two voltages 
are required to operate the conversion 
kits. 

What should you do if the game you 
are converting to a Mr. Do! has an 
Electrohome monitor? When you 
hook up the game, the picture is not 
centered vertically. This is because the 
negative sync must be shifted. This is 
easily accomplished by hooking a 7404 
or 74LS04 chip, as shown in Figure I, 
into the circuit. A 7404 costs about 20 
cents and is easily found on old game 
boards (example Space Invaders). 

Example: I used Pleiades to convert 
to Mr. Do!. 

Parts Required: 

1. Four-way Wico (or Suzo) joy- 

stick 

2. Anadaptor (See Figures 2 and 3) 

3. Mr. Do! kit (circuit board, edge 

connector, harness wiring, 
decals, license sticker, schematic, 
marquee) 

Figures 2 and 3 show exactly how 
each wire is hooked up. It is not very 
difficult to follow this diagram. 

Once the game is operating pro- 
perly, the next step is to make the old 
cabinet look like new. Many operators 
neglect this; yet, I believe it is perhaps 
the most important part of any con- 
version. Most kits come with decals, 
control panel overlays, attraction 
panels (marquees), and some even pro- 
vide a monitor cover glass. A poor- 
looking converted game may generate 
lower revenues than the same game in 
a good-looking cabinet with full 
graphics. Wico Corp. makes various 
overlays and decals for cabinets which 
enhance any converted game. 


Converting costs less 

The cost of converting an old game 
is generally lower than buying the 
same game in a new cabinet. However, 
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due to a potential difference in reve- 
nues generated between a new game 
and a conversion, the return on invest- 
ment (ROI) may be the same and may 
actually favor the new game. This 
tends to be true in the case of new 
games offered both in cabinets and as 
conversion kits. 

For example, Universal makes Mr. 
Do! in both kit form and as a full size 
complete game. The complete game 
costs about $1,000 less than the price 
of a new video game from a major 
manufacturer. In most cases, the more 
expensive new games do better than 
the converted games but Mr. Do/ isan 


exception. It has been in the top 10 for 


many months. (See page _ .) Let us 
take a close look at the cost difference 
between the conversion and the com- 
plete game. 

A complete Mr. Do! costs about 
$1,500 in an upright cabinet. The 
printed circuit board, decals, edge 
connector, sound amplifier, and 
harness come ina kit. That costs about 
$550 wholesale. To make a new game 
with a conversion kit, you need an old 
game with a color monitor. The 
market value of an old game cabinet in 
fairly good condition with a working 
color monitor and power supply is 
approximately $400. 

If you find one with a four-way joy- 
stick and a push button on the control 
panel, you’re in good shape because 
these are necessary to make a Mr. Do!. 
The best games for this conversion are 
Super Cobra, Scramble, Berserk, and 
Qix. Others include Astro Fighter, 
Blue Print, Crazy Climber, Galaxian, 
Moon Cresta, and Stratovox. 

Some of these games may command 
a higher price because they can still 
generate income on location. This 
depends on your region. 

A complete new game generally will 
retain more of its purchase value than 
its converted “sister” model.Did you 
ever try to sell an old converted game? 
But there is a hidden saving that 
Should not be overlooked. It’s very 
easy and inexpensive to convert an 
already converted game to another 
game. 


Cost of conversion 

The cost of the parts (adaptor) for 
the wiring harness is minimal, less than 
$10. The cost of labor at $30 per hour 
for about two hours is figured at $60 
(high side). Assuming all the parts are 
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working and there are no technical 
problems, the only cost remaining 1s 
about $50 for the supplies and labor 
required to repaint or otherwise refur- 
bish the cabinet. The total cost of the 
conversion is about $1,070. This is a 
savings of about $400 below the price 
of a complete new Mr. Do! game. 


Used game cost or value §$ 400 
New game kit (Mr. Do!) 550 


Adaptor (optional) 10 
Refurbish cabinet 50 
Labor (installation) 60 

Total Cost $1070 


Since it may take time to sell the old 
game and it takes only a day at most to 
convert it, that $400 worth of equip- 
ment can be turned into a new money- 
maker faster than it would take you to 
sell it and buy a new game. 

If. cash flow is important (isn’t it 
always?) and your sales force isn’t too 
good, converting is a good idea. If you 
sell all your color monitor games and 
get $400-$500, then buying the new 
complete game may be your best 
investment. 


———— 


In considering return on investment, 
a game that costs an extra $1,000 isn’t 
necessarily better than a good game 
that earns less. Picking games has been 
similar to playing Russian roulette. 
Those who stick to the top-ranked 
games in the polls generally can expect 
those games to be more expensive. 
Whether or not these games will con- 
tinue to make money is a question no 
One can accurately answer. 

The games in conversion kits usually 
do not hit the charts but are generally 
inexpensive, some at $200-$300 per 
kit. In the past when a manufacturer 
felt he had a hit game, it was more pro- 
fitable to make the game complete so 
he could make money on the cabinet, 
monitor, power supply, wiring, and 
labor. But now there will be good 
games coming out in kit form simply 
because more games are available, and 
the majors simply cannot buy the 
rights to all of the good ones. 

If you need more information, call 
or write me at Alpha-Omega Amuse- 
ments & Sales, 3 Coral St.,Edison, NJ 
08837. Telephone: 201/738-1800. 

Keep cranking. e 


FIGURE 3 
18 PIN ADAPTOR PLATE 


28 PIN CONNECTOR 
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Technical Topics 


POWER SUPPLY DESIGN COURSE PSD-1 
Lesson 9: Zener Diode Regulator II 


PROGRAMMED TEST 


Editor's Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, 
designed specifically for the coin-operated amusement industry. This course is copyrighted and owned by Kurz 
Kasch of Dayton, Ohio, and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. This 
material is authorized for publication exclusively in Play Meter magazine. 


INSTRUCTIONS : 


The purpose of this test is to guide you step-by-step thru actual circuit design problems. 


Also, many of these tests will provide you with additional design technique. Most important, these tests will provide 
you with a gauge to establish your degree of understanding of the materia! Covered in the text. The test is programmed. 
Start at block one and then follow the numbered instruction associated with your answer. 


Considering the case where |, is fixed and V is variable 
and using D7 of the previous test, assume V to be 24V 
with 5V p.p of ripple and |, to be 100ma. 

What is the value of R? 


A eo GO TO BLOCK 15 


Z 


Vimin) = 620 (100ma + 30ma) + 12V = 20.06V 
Did you get the same result? If not, recheck your math. 
And the condition 
the calculated V(min) < the actual V(min) 
has been met. 


What is the highest value of V with which the circuit will 
operate? 


Vimax) = V GO TO BLOCK 30 


4 


YOU ARE CORRECT ! 
80 


Consider using Do. 
What is the value of R? 


Re Q GO TO BLOCK 24 


1] 


YOU ARE CORRECT ! 
The condition 

the calculated V(mjn) < actual V(min) 
has not been met. 


Refer to the text and thea go to Block 4. 


15 


R- 24V—12V__ _ g4.2ma 
700ma + 42.5ma 


(Use 820.) 


Did you get the same result? If not, refer to the text and 
then recheck your math. 


What is the minimum input voltage with which the circuit 
will operate? 
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Vimin) = —_______V GO TO BLOCK 28 


R= ,24V = 12V 66-60 
700ma + 80ma 
(Use 62.) 


Did you get the same result? /f not, refer to the text and 
then recheck your math. 


What is V(min)? 


Vimin) = ——_____V GO TO BLOCK 2 


28 


Vimin) = 82Q (100ma + 20ma) + 12V = 21.84V 


Did you get the same result? /f not, refer to the text and 


then recheck your math. 


Will this circuit operate properly? 


GO TO BLOCK 1717 
GO TO BLOCK 4 


30 


Vimax) = 620 (100ma + 130ma) + 12V = 26.26V 


Did you get the same result? If not, refer to the text and 
then recheck your math. 


Since Vimax) iS not greater than the actual Vimax), the 
circuit will not operate properly. However, there is some 
voltage to give at the lower operating limit. Therefore, the 
ideal operating point must be shifted slightly toward /z7T. 
This can be accomplished by adjusting the value of R. 


You have completed the test for this lesson. Before going 
on be sure to review the material covered. 


7, 


“WHAT DO YOU MEAN ‘THAT?’S ALL IT DOES?’” 
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Enter-Tech Ltd., manufacturer of the 
Moppet Video game line, introduces 
Noah’s Ark and Leprechaun. Moppet 
games are designed specifically for 
children between three and nine years 
old. 

In Noah’s Ark, the youngster con- 
trols Noah’s every move with the eight- 
way joystick. There are 19 different 
pairs of animals that Noah must direct 
safely into the Ark before the rising 
water swallows them up. 

The player earns points for each set 
of animals Noah saves. The player 
must save a required number of sets on 
each level to avoid losing a “Noah.” 
Each level gets increasingly more 
difficult as the minimum required 
number of sets increases, so Noah 
must move much faster to direct more 
animals onto the Ark. 

The player receives three “Noahs” 
per coin. After saving as many sets of 
animals as possible, Noah scurries up 
the ramp and into the Ark. The ramp 
closes as the water level reaches the 
Ark, signifying the end of each level of 
play. 

The Leprechaun player controls a 
little boy in the forest searching for 
golden treasure. A nasty Leprechaun 
pursues the little boy and keeps 
moving the treasure to different hiding 
places. The player earns points by 
running through the forest and touch- 
ing the trees. 

Temporary escape from the Lepre- 
chaun is possible by running into 
cottages in the forest. Bonus points are 
awarded when the player finds the 
treasure and escapes the evil Lepre- 
chaun. Each game level is slightly 
different. 

The Moppet Video line is marketed 
jointly by Enter-Tech and Intrepid 
Marketing. 
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Crash 
COUrSE 


Venture Line Inc. has been licensed 
exclusively by Taito of Japan and 
G.G.I. Corporation of Japan to manu- 
facture and market a new video game 
called Super Rider. 

Sitting astride a supercharged dirt 
bike, Super Rider takes on a motor- 
cycle obstacle course. 

Quickly entering the course, Super 
Rider is soon leaping over giant 
boulders, pickup trucks, police cars, 
and various other obstacles. He is also 
required to go through several loop- 
the-loops as well as find a safe way 
through the course. 
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It's all-out combat when Taito leads the charge! 
FRONT LINE is a war game that keeps players enlist- 
ing for duty...and that'll make a hero out of you! 


As battle breaks out, the player is armed with a 
powerful gun and live grenades. But so is the enemy! 
Land mines are deadly and must be avoided. A clever 
tactic is touse the trees as a barricade to las an 
ambush. 


As play progresses, the enemy changes its battle 
olan and attacks with tanks! Now guns are useless. 
The player canlob grenades or jump into a tank inhot 
pursuit. Brick walls can be used for temporary protec- 
tion but the player must also beware of grenades 

_thrown from fox holes. For a stronger defense and 
heavier artillery fire, the player can jump into a larger 
tank. lf his tank is hit twice, it so defeat atthe hands 
of the enemy. 


When the fort is in sight, the player must success- 
fully execute one final assault. He mustleave the tank 
| and grenade the fort. Then it’s total victory as the 
|. enemy raises the white flag! 


Upright: 

Height: 170c/m (67") 

Width: 61c/m (24”) 

Depth: 76c/m (30") 

Crated Weight: 126kg. (280 Ibs.) 


TAITO AMERICA CORPORATION 
1256 Estes Ave., Elk Grove Village, IL 60007 
oo a 1000, Telex 25-3290 


ee For technical service, call 
the hot line toll-free (except in| 
ees vg 323- eee 3 
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Yes! | want to receive every issue of Play Meter. Please enter my subscription as shown below: 


O Payment enclosed 0 Bill my company O Bill me 


United States & 
Canada O 1 year (24 issues) $ 50 O 2 years (48 issues) $90 O 3 years (72 issues) $120 
Foreign (via air) © 1 year (24 issues) $150 


Mr. O 
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Signature Date 
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State Zip Check One 


O Arcade Operator 
O Support & Supply 
O Technician 


MAGAZINE 


O Manufacturer 
O Distributor 


EF} Route Operator 
Card No. Card Expire Date Other 


PLAY MEVER 


Charge my O Visa O MasterCard 
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Yes! | want to receive every issue of Play Meter. Please enter my subscription as shown below: 


O Payment enclosed O Bill my company 0 Bill me 


United States & 
Canada O 1 year (24 issues) $ 50 O 2 years (48 issues) $90 O 3 years (72 issues) $120 
Foreign (via air) O 1 year (24 issues) $150 
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Card No. Card Expire Date 


This offer effective through 
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PLAY MEVER 


O Manufacturer 
O Distributor 

C) Route Operator 
O Other 


O Arcade Operator 
O Support & Supply 
O Technician 


MAGAZINE 


NO POSTAGE 
NECESSARY 
IF MAILED 


IN THE 


UNITED STATES 
RP RAA SE RRR AMIN fs 
EIA LIER CRE > 
SPEAR CE RIT. 
PARRA EE 
a ala 
REGIA TET APNE OES 
REEL LILLIA RT 
ERE ICS RR ET 
ETAL TET ALN SMEAR 
ERASE ORES Cat 
a a i 
TERENCE EAE, 
AAR AO ae 
ORES R OTE ERT TG EM 
PAR ER ERGATA EES 450, 


NO POSTAGE 
NECESSARY 
IF MAILED 


IN THE 
UNITED STATES 


IN REE 


BUSINESS REPLY CARD 


FIRST-CLASS PERMIT NO. 954 NEW ORLEANS, LA 


POSTAGE WILL BE PAID BY ADDRESSEE 


PLAY METE 


P.O. BOX 24970 
NEW ORLEANS, LA 70184-9988 


BUSINESS REPLY CARD 


FIRST-CLASS PERMIT NO. 954 NEW ORLEANS, LA 


POSTAGE WILL BE PAID BY ADDRESSEE 


PLAY METE 


P.O. BOX 24970 
NEW ORLEANS, LA 70184-9988 


NO POSTAGE 
NECESSARY 
IF MAILED 


IN THE 
UNITED STATES 


BUSINESS REPLY CARD 


FIRST-CLASS PERMIT NO. 954 NEW ORLEANS, LA 


PLAY METER 


P.O. BOX 24970 


PO SETAE AEP ES 
SEER EO 
DHS EMRE es 
OSL LEAT TI EMS) 
CREATE 
LL REREIONAS RIM S, 
OREN TUS h 
POSTAGE WILL BE PAID BY ADDRESSEE ‘AER ARATE: 
EERE ODA Ee EES 
PEE SE EEC GS 
RRS ER ee 
eS a nla 
RN na ae tik eas aR 
NEW ORLEANS, LA 70184-9988 aaa 

SEERA NET! 


AKE 

YOU 
READING 
SOMEONE 
ELSE’S 
COPY? 


Subscription Line 


504/837-7987 


The stage is set...the concert is about 
to begin. But not until the player helps 
Journey retrieve their instruments, 
ward off feverish fans, and take con- 
trol of the stage for a rock ‘n’ roll event. 

Journey is the union of video with 
the world of rock. Through a specially 
designed digitized process, Journey 
band members appear to be moving in 
response to the action of the game. 

Actual photos of Journey have been 
converted into computer representa- 
tions that are stored and programmed 
to correspond with various phases of 
the game. As the player moves and 
directs figures through a series of chal- 
lenges, on-screen images of band 
members will also move and pose. 

A synthesized music soundtrack is 
heard throughout the game as well as 
the live tape recording of the song 
“Separate Ways,” played through 
stereo speakers during the bonus rack. 

The popularity of the band, its 
current album “Frontier,” and its 
nationwide tour (now in progress) 
combine in the Journey arcade game. 
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Cartoon 
Capers 


Pre-sold cartoons featuring Mighty 
Mouse, Heckle & Jeckle, and Deputy 
Dawg in Viacom color and sound are 
new from Comedy Cartoon Factory. 

Fifty cassettes are available, with 
four two and a half minute cartoons on 
each. 

To conserve space, the unit is built 
into an arcade cabinet. 

Specializing in the growing market 
of kids aged four to 10, these two anda 
half minute cartoons may createa new 
profit center in malls, shopping cen- 
ters, arcades, and family amusement 
centers. 


Mappy, the micro police mouse, has 
the run of the house. He tries to collect 
a series of objects before the cats who 
are hot on his trail can make the fur fly 
in a new game from Bally/ Midway. 

Mappy’s really got to move his tail if 
he wants to escape the cats’ clutches. 
And the player can use his joystick to 
give Mappy a boost up on trampo- 
lines. Pressing buttons can open 
doors, zap the cats back through the 
house, and score. 

Mappy is engineered and designed 
by Namco Ltd. and manufactured 
under license by Bally/ Midway Mfg. 
Co. 
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Aids to the Trade 


Top secret 


T.S. (Top Secret) is a new accessory 
designed by A-1 Ashtray Company to 
discourage vandalism and ashtray 
theft. A-1 ashtrays may be removed for 
cleaning from outside the cabinet, but 
with T.S. there are no exposed screws 
or nail heads. Only the operator or 
game room attendant knows how the 
ashtrays are removed. 

T.S. is an optional accessory for A-| 
ashtrays to be used in areas where 
vandalism is a problem. It comes com- 
plete with instructions. 

A-1| is also making a demo control 
panel with one ashtray on top, another 
on the side, and a T.S. underneath. 
The display may be used as a sales tool 
for distributors as well as a visual aid 
for operators. 

For more information, contact A-| 
Ashtray Company, 333 N. Queen St., 
Kinston, NC 28501. Telephone: 919/ 
527-8241. 


Circuit board case 


Circuit boards can be transported 
safely from job to job with protection 
from electrostatic discharge as well as 
cushioned protection from shock and 
vibration. 

Platt Luggage Inc.’s circuit board 
case is made of lightweight static free 
cotton duck and RCAS 1200 Pink 
Poly anti-static end shells. 
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The Platt circuit board case features 
adjustable separators which make it 
possible to carry a number of circuit 
boards of varying sizes. 

On the outside of the case are two 
easy access pockets that are handy for 
carrying wrist straps and other work- 
service materials. The golf grip handle 
makes the case easy to carry witha full 
load. For security, there are two safety 
key locks. 

The case measures 21” x 12” x 8” and 
weighs seven pounds. 

For further information, contact 
Michael Platt, Platt Luggage Inc., 
2301 S. Prairie Ave., Chicago, IL 


60616. Telephone: 312/225-6670. 


Industrial 
panelswitch 


The Planar Products Division of 
Industrial Electronic Engineers Inc. 
now offers a new, lower cost version of 
the Hi-Rel Panelswitch. 

The new Industrial Panelswitch 
features illuminated or non-illumi- 
nated pushbutton keys and low pro- 
file, lightweight construction. It 
utilizes a printed circuit board, dome 
shaped stainless steel discs (nickel- 
plated), and a sealing membrane, all 
retained by low profile bezel. Momen- 
tary contact SPST action with X-Y 
matrix or single pole common bus out- 
puts 0.5 ohms or less contact resistance 
is standard. Both 3 x 4 and 4 x 4 


configurations are available. 

Industrial Panelswitches are avail- 
able with built-in background illumi- 
nation. Integrated into the printed 
circuit board are 5 volt lamps which 
provide balance light through the 
keys. The illuminated style features 
black opaque characters on a white 
translucent key. The non-illuminated 
legend is white on a black background 
key. 

Two types of bezels can be supplied 
with different mounting flanges. 
Mounting a keyboard ona panel with 
limited space can be solved with the 
half-flanged Panelswitch. This unit 
has flanges only on the top and bottom 
of the bezel. 

Where additional mounting space is 
available, a full flanged bezel can be 
used with mounting holes on all four 
sides of the switch. The full flanged 
Panelswitch can also be mounted 
behind the panel witha suitable cutout 
for the switch. The switch contacts can 
be RFI/EMI shielded through the 
front of the keyboard. 

Delivery is six to eight weeks. Prices 
start at less than $30 in quantities of 
2); 

For additional information, contact 
John Mason, Technical Sales Man- 
ager, IEE, Planar Products Division, 
7740 Lemona Ave., Van Nuys, CA 
91405. Telephone: 213/787-0311, 
ext. 240. 
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CLASSIFIED 
ADVERTISING 


WANTED: 


Used Skee Ball 
e Wack-A-Mole 
e Kiddie Rides 


BOARD PROBLEMS??? 


Can't keep your imports running? 
Is your distributor's service 
department putting a crimp 

in your profit? 

DON’T WAIT ANOTHER MINUTE!! 


— 4- SALE — 
| Have: 
e (5) Ms. Pac-Man $2390 ea. 
e (1) Ms. Pac-Man ct $2390 
e (5) Baby Pac-Man $2195 


Will Buy — CASH CALL US NOW 
CALL: 
e Pac-Man ct Expert, reliable service 800/647-6680 
e Eight Ball Deluxe (pin) servicing all games: foreign & domestic /647- 


or 
800/693-2484 
in Mississippi. 


e Centaur (pin) 
GOLDEN DIGITAL SERVICE 
804/741-2781 3001 Luana Dr., Oceanside, CA 92056 


Marg (619)724-1718 


** ANYTHING YOUR ROUTE DESIRES! ** 


IS IN STOCK NOW 
AT’ 


— ABBEY AMUSEMENT, INC .— 


The Operators Distributor — WE CARE! 
CALL: 

Houston, Texas 713/531-0465 
Anniston, Alabama 205/831-8540 
Sarasota, Florida 813/351-3797 

Call Now For: 
SAME DAY SHIPMENT 


HUGE PARTS INVENTORY 
e Roms & E Proms - Burned & Shipped on Date Ordered ¢@ 
NOW IN STOCK 


—HOUSE OF CARDS-Counter Top 
(The Industries top revenue producer) 


—PLENTY OF: 
Ms. Pac-Man Domino Man Super Pac-Man Time Pilot Millipede Looping 
Galaga Popeye Centipede Joust Front Line Nato Defense 
Pole Position Satan's Hollow Lady Bug Xevious Q*Bert Bubbles 
Sinistar BurgerTime Zoo Keeper Baby Pac-Man Jungle Hunt Thief 


* Used & Reconditioned Equipment — All Legal Kits 
Always in Stock — Huge Inventory — Ready to Ship! 


YOU NAME IT - WE'VE GOT IT! 
0000000080000 808O8OOOOOOOOOOCOCOOCCOC® 


PLAY METER, July 15, 1983 89 


BELITA [Macys 


Lightweight portable 
COIN 


Quality Games/Location Ready 
Immediate Shipment 


VIDEOS DATA EAST 

$ CONVERSIONS ‘jasenaliee 
Bump ‘n' Jump board .. 
Burgertime board 6 Pool Tables (8 ft.)..... 
D-X 1 kit w/pate 


29 
Missile Command DECO CASSETTES 


PINBALLS 


Asteroids (ct) 2 Mission X 
Pac-Man (ct) Black Kelgit 


BELI TA Le Black Hole 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 
Masiual or Electric Jukeboxes—Rockola & Seeburg 
STD 160—prices from $495 up 
AUTOMATIC STOP 


INEXPENSIVE IRONHOUSE AMUSEMENTS 


5640 Nicholson Lane #113 
nas anion _— Rockville, MD 20852 


301/984-8177 
FAST manisianiaale - 


ONLY 9 POUNDS 
e LONG LASTING 
R.H. BELAM CO., INC. 


1 Delaware Dr., Lake Success, NY 11042 
516/488-5600 
800/645-6573 


(Visa or Mastercard welcome!) 


SERVICE-SERVICE-SERVICE 
Repairs on most 
game boards & monitors. 
REASONABLE RATES 
UNI-VEND CO. 
708 Barataria Bivd., Marrero, LA 70072 
904/348-8363 


CONVERT YOUR OLD GAME 
INTO NEW MONEY 


— with one of our new and mAD 7 
imported PC Boards & Conver- | MO 
sion Kits — Priced from $200. | |g fF fF ff fF FF Ff fF 


- $425.°. 

CALL: Robert Pearson & Friends 
Any Day After 7:00 p.m. 
Eastern * 201/455-9477 * 


OR SEND CHECK OR MONEY ORDER TO: ANSCOT INDUSTRIES, INC. 
18055 JAMES COUZENS HWY. 
DETROIT, Mi 48235 


PLEASE SEND ME 2 = IRAGCK 

BALL ROLLER SETSIAT 2 3 = EACH? 7 te! ot ial 
ENCLOSED IS MY CHECK OR 
MONEY ORDER FOR $ 


ADDRESS 


CITY 
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Sear 


CONVERT THOSE DEAD GAMES 


We carry everything you need 
to make new or recondition 
your old games. 


CHECKED AND 
LOCATION READY 


_— 
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Time Pilot .....4 Sor vere $2095 
ROGSGON . 0 A eee areas s 1695 
BurgerTime Data East....... 2195 
Bump ‘n’ Jump Data East .... 2195 
Jingle Ging 2 i.e eres > - 1295 
Ten: Spet |. sas chee rT ee 2895 
REOR vice de Od ee eee 1395 
Mr. Bol: . . occa nee es 1495 
Solar Fox Mit,.4442..5 222: 1295 
TEREONW. £0 ee 995 
Mouse Trap wi s46 si 462. e's 
Swimmer... .3-is Se6700 1195 
The Bounty ....4 ices 1195 
Treasure Hunt: .3:.5 ¢c5ce ys 1295 


Master harnesses/accessories 
Latest popular games/quality guaranteed! 


Large selection/quantity discounts 


SAVE $$$$$$$$ HUNDREDS $$$$$$$$ 
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Anteater. «<4 633 aaeean 1395 NEW PLYWOOD CABINETS ra 


BOGter ones 1295 i 
Seriuger .. a5 1295 & 
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GGaGer . . osc eA 1095 


SYSTEMS CORP. 
516/643-6033 (10am - 6pm) 
(In New York) 
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—Data East Game Kits— 
$295 - $495 


LAKESIDE ELECTRONICS 


& AMUSEMENT CO. 
310 Covington St., Madisonville, LA 70447 


i} 504/845-7146 Mike Cannon 


<i 
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WANTED 
Used Kurz Kasch program cards 
for most games. 
Call Steve or Russ at: 
GAME EXCHANGE 
(404)435-0802 or (800)241-1877 
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VIDEO GAMES 


New & Reconditioned 
$195.°° up 


Sika 


Call Now For Super Discount Prices 


= 
— 


YES! We Take Trades 


(Any color monitor game worth at least $300) 
Call for information on 100% legal change-over kits 
WE SHIP ANYWHERE/FAST-DEPENDABLE 


PHOTO MACHINES 
WE BUY AND SELL 


CHEMICALS, FILM, PARTS 
BEST PRICES GUARANTEED! 


FREE CATALOG AND SAMPLES 
showing vending machine labels, truck 
signs, and badges. SETON NAME 
PLATE CORP., P.O. Drawer QX-1331, 
New Haven, CT 06505. Tel: 203/772-2520 


DIXIE AMUSEMENT, INC. 
775 E. Division St., Biloxi, Miss. 39530 


(601)374-0777 (601)374-2681 


&BSTDW*“NS @ VB VW VSP VNUVUWII FS 4FV“NAVW7 VBW“V7“WBIVSA 


ED HANNA 
PO. Box 290777, Davie, Florida 33329 


305/474-5888 
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AGGRESSIVE 
SOUTHWESTERN 
~ VIDEO GAME 


SSN 


Well established coin machine importer/ 
national distributor seeks for his successful 
and enthusiastic young team. 


OPERATOR 
SEARCHING FOR 
MANAGERS IN 
KEY GROWTH 
AREAS. 


Must have experience in 


operation and sales. 
Send Resume: WANAGERS 
P.0. Box 47961 
Dallas, TX 75247 


SALES DIRECTOR 


Persons willing to cooperate with us and our 
customers with good sales history on a national level. 


Please mail resume to: 
Playmeter 
P. 0. Box 24970 
New Orleans, La. 70184 
Dept. LA 
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EXSACO BUMPER CAR RIDE 
— FOR SALE — 


Used One Season 
Includes: 


@ 25 Gemini Floor Pick 
Up Cars 


e Transformer Complete 
System 


@ Materials for Floor 
Up to 40’ by 80’ 


VIDEO EXPO INC. 
412/261-1447 


UPGRADE YOUR PAC-MAN OR MS. 
PAC-MAN! This new conversion gives players a choice 
between the original game and the faster, more challenging 
EXPERT LEVEL. Guaranteed to increase collec-tions! Game 
labels and instructions included. Five minute installation. 
Send $79 per kit to: 

M.B.N. Electronics Dept. 2, 262 Courtland St., Painesville, 
Ohio 44077. (In Ohio add 5.5% sales tax) 


FOR SALE: 

Rowe. B.C..- 115 and B:C. + 25; $1.00 
and $5.00 change machines. Like 
New—$3000. for both— CALL 
e 212/627-7847 e 


ee ee eee er 
CONVERSION KITS 
Converts any game to Convert-A-Game System 
SPECIAL 
POWER SUPPLIES $39.°° ¢ USED PC BOARDS $50. UP 


MAKE YOUR GAME LOOK & PLAY BRAND NEW! 


MARQUEES e CONTROL PANEL OVERLAYS e SIDE DECALS 
WIRING HARNESSES e POWER SUPPLIES e JOYSTICKS 
ALL KINDS OF CONVERSION SUPPLIES 


Y.C. ENGINEERING 
615/793-9142 
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LARRY CAPLAN SIGN CO. 
OWN IT! 


ROUTE CLEARANCE SALE 


Donkey Kong Junior 
Donkey Kong 
Defender 

Star Gate 

Robotron 


Super Pac-Man 
Donkey Kong (ct) 
Pac-Man (ct) 


Rowe BC-11 $1 changer 
Rowe BC-25 $1/$5 changer... 


B & B VENDING 


1560 Edison St., Dallas, TX 75207 


214/747-0041 
OFFICES IN: Dallas; Midland/Odessa; 
Amarillo; El Paso; Oklahoma City 


1850 


11613 Reisterstown Road 
P.O. Box 218 

Reisterstown, Maryland 21136 
$399" Complete 
FREE DELIVERY 
Includes: 300 Letters 

All Light Bulbs 

and Steel Stand 

$125. deposit 


301-833-5941 


ARCADE OWNERS * * * 
Save time, save money - get a handle 
on your operations with the ARCADE 
ANALYZER, the computer program for 
the APPLE. Send for details now to: 


PAPPAS-NORTHRUP SOFTWARE, INC. 
10 FALCON PLACE 
HUNTINGTON, NEW YORK 11743 
(516) 673-9438 
(516) 271-9741 


UNITED KINGDOM & EUROPE 
TECHNICAL AGENCY & DISTRIBUTION 
SERVICES OFFERED 


Intimate contacts with all the decision makers 
in the Coin Machine Manufacturing Industries. 


An advisory and supply organization specializing 
in Electrical Controls and Components 


to all Industrial Markets. 
Send Replies c/o: Play Meter Magazine 
P.0. Box 24170 
New Orleans, LA 70184 (Dept. #89) 
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Locations through- Call or Write: 


out the United Shelley Smilen 
States. Videos and Malibu Grand Prix Corp 
Pinballs always avail- 21300 Califa Street : 
able at good prices Woodland Hills, CA 
from our chain of : 91367 
game rooms! ‘ae . = (213) 703-0022 

:' "E48 (800) 423-5487 


GRAND PRIX 
io 


MALIBU FUN CENTERS. 


AUCTIONS 


Poe SeNT el Sy 


Wi ationat AAmusement Game AXuction 
CTHE INDUSTRY AUCTION LEADER?” 


100’°S 
OF THE LATEST GAMES 


Pal VIL IAMS: * TAITO * SEGA * 
* MIDWAY * STERN * BALLY * NINTENDO * 


UPCOMING AUCTIONS 


INDIANAPOLIS, IN CINCINNATI, OH PITTSBURGH,PA DENVER, CO 


JUNE 22 AUG 13 AUG 27 SEPT 10 


Big Red Auction Contact Naga for details Contact Naga for details Contact Naga for details 
Old U.S. Route 52 
Whitestown, IN 


We specialize in the sale of new or used games by auction due to 
distributor overstock, operator liquidation and bank repossessions. 


NAGA 1919 14th St., Suite #405, Boulder, CO 80302 NAGA 


303-443-7505 
CeoeeeeeeeeeeeeeeeeeeG608e @ @ 
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ALPHA-OMEGA SALES= 


PACKAGE DEALS ON MULTIPLE ORDERS! 
Game Specialists ¢ Board Repair GAMES FOR SALE 


Parts ¢ Expert Consultation 
e If it’s new in the crate—we'll “split” the freight** 
e Call for low prices on the HOTTEST new games. 


NEW GAMES 


—WE TAKE TRADES— 


Rowe 87 Jukebox Mad Planet Baby Pac-Man 
Sinistar Mappy Bagman 
Star Trek Mario Bros. Champion Baseball Omega Race 
Time Fantasy Pin Mazer Blazer Chexx Hockey Defender 
Time Pilot Millipede Congo Bongo 
United & Irving Kaye Pole Position Food Fight 
Pool Tables Professor Pac-Man Grand Siam 
Wacko . Rowe BC 35 MC Gyruss 
Zoo Keeper Journey 
Main Event $1995 Roc n' Rope $1795 
PINBALLS 
Haunted House ............. $795 
macn KiQnt .. ...0 3.0 ecdaaes 495 | 
NOE oie be ee 550 Legal Converted 
Mr. & Mrs. Pac-Man......... 995 Games 
Flash Gordon .............. 595 es 
Many others as is—$245 ea.— Bump ‘n’ Jump 
ee) so 4 esc wg hens 
Full Line Vending Lease Tornado Foosball Super Rider 


GET 70% OF REVENUES 


CLOSEOUTS 


BUMP‘N'JUMP $1400; DOMINO MAN $875; EIGHT-BALL DELUXE $1800; FAST FREDDIE $945 
GRAVITAR $850; HOT SHOCKER $1345; MR. DO! $1495; PENGO $1200; SOLAR FOX $950 WE TAKE TRADES 
SPACE DUEL $650; SPEAK EASY $1550; SATAN'S HOLLOW $1400; TRON $1 100 


CONVERSION KITS 


BEEZER $675; HOT SHOCKER $450; LOST TOMB $595 ) We want to buy used: 
MR. DO! $550; PAC-MAN PLUS $275; ZOAR $650 Rowe AMI e Jukeboxes & 


LOCATION READY SPECIALS Coin Changers 


(No crating charge/30-day warranty on logic, monitor & power supply) 


Armor Attack.......... $ 295 Kangaroo ............. $ 850 Scramble ............. $ 495 

Asteroids ............. $ 350 Rickman... ...-.:s ved. 895 Space Duel............ 695 

Asteroids Deluxe ....... 350 Moon Patrol ........... 1995 Space Invaders......... 275 GALAXY DISTRIBUTING 
Astro Fighter .......... 495 Millipede.............. 2395 Space Fury............ $ 595 

Battlezone ............ 450 Missile Command ....... 500 ec 395 918/745-2162 

Se 695 Monaco GP (s/d)........ 1495 Star Castle............ 395 

Blue Print............. 795 Moon Cresta........... 495 Stargate .............. 895 

Centipede............. 1395 Ms. Pac-Man........... 1895 Stargate (mind ......... 895 

Crazy Climber.......... 595 Night Driver (s/d) ....... 495 Stratovox ............. 495 

Defender.............. 795 Omega Race........... 550 Super Breakout ........ 225 

ve 1295 Omega Race (mind ...... 495 Super Pac-Man ......... 1950 

Donkey Kong .......... 1395 PaO i ak ods wee 1350 Tempest.............. 795 

Donkey Kong Junior .... . 1295 MRT os ok otc ceed 1100 Time Pilot............. 1995 -—- La 
Jungle King ........... 1595 PROGWE as sey acco: 795 Tournament Soccer...... 350 

Te a ae ee ne ie ee 1895 =_s«sTrrom................. 1195 SCHOOL FOR 

i. OE a ren 1195 hc eee ees 2195 Turbo (u/r) ............ 1995 

OME es oe ka as 2050 oie ah oe ee 695 iis ey ee 1995 ELECTRONIC GAMES 

ROMNIORT oes es eos 695 Rapid Fire ............ 250 Wizard of Wor (u/r & min 695 : 
Gorflu/r & mini) ........ 695 Robotron.............. 1395 260 Zap .............. 450 Jo week enue eaere wineeane ia 
EO eae iS an 850 Rowe BC 25MC........... 1995 PAMROW 56d Secs 1095 By Schematics! Our 11th year! 

cs | ar kG on ee re 1895 Satan's Hollow ......... 1400 CAL’S COIN COLLEGE: P.O. Box 810, 
Jungle Hunt ........... 1995 “Multiple Orders (5) Nicoma Park, OK 73066. 405/769-5343 


OUR SOLID REPUTATION IS OUR BOTTOM LINE!! 


A DIVISION OF 
3 Coral Street ) ALPHA-OMEGA AMUSEMENTS, INC. 
Edison, New Jersey 08837 Serving the U.S. since 1969 
201/738-1800 Frank “The Crank” Seninsky | 
Call Frank or Joe PRESIDENT 


(Play Meter's featured technical writer) 


FOR SALE AS IS 

e (5) Old pinball machines (looks good) 

e (1) Starfire SD 

e (1) Tank (few minor problems) 
TAKE ALL FOR $1200.°° 


CALL: 904/678-6424 
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LOOKING FOR A GREAT DEAL? 
UNIVERSE HAS IT! 


Super Close out prices 
We ship from our east coast/west coast warehouses 
BRAND NEW IN THE CRATE 


Pole Position Zoo Keeper Bump'n'Jump 
Time Pilot Congo Bongo Star Trek 
Millipede Xevious Buck Rogers 

Sinistar Food Fight Gyruss 


Largest supplier of redemption / prize equipment 
Assorted USED games available for immediate delivery 


CALL COLLECT FOR PRICES 


Universe Affiliated Int’l., Inc. U.A.I. Pacific Ltd. 
314 West First Avenue 693 So. Magnolia Ave. 
Roselle, New Jersey 07203 El Cajon, California 92020 
East Coast (201)245-4222 | West Coast (619)440-5785 


00600 


TRADE-IN?! 
CYOU GOT ‘EM—WE WANT ‘EM) | 


WE WILL TAKE TRADE-INS ON ANY NEW OR USED 
EQUIPMENT PURCHASED. CALL FOR COMPLETE LIST OF 
GAMES FOR SALE (and for list of games accepted in trade.) 

NEW 


POLE POSITION © ZOOKEEPER @ CHEXX © GYRUSS 
CONGO BONGO @ SINI STAR © MAD PLANETS 


RECONDITIONED 
Time Pilot........... $1695 , ‘ 
Popeye .............. 1595 
YOUR CHOICE $595 Donkey Kong... __ 1295 YOUR CHOICE $395 
Zoo Keeper.......... 1795 
Jv). 995 Mars 
Black Hole Space Duel DORRON es ne ss $956 Space i esl 
Round-up Pepper Il Defender ............. 695 Flight 2 
Free Fall Tunnel Hunt Pregger 2. ..i.4..-5... 995 Omega Nace 
The Pit Space Dungeon Blue Print (et). ...... 7195 F sera (4 Player) 
Wizard of Wor Xenon Double Dare ......... ROS Basebal 
Astro Fighter Amidar Haunted House ...... 7195 volcan 
Caveman............. 895 Killer Comet 
Phoenix .............. 5 Tempest 
Pac-Man Plus ........ call Tempest (ct) 
ac-Man.............. call 
Centipede ............ call 


FAMILY AMUSEMENTS, INC. 
Rt. 1, Box T-122, Charles Town, West Virginia 25414 


a 304/263-8380 304/725-0047 
OOOSOOOOOOO600060600 


PLAY METER, July 15, 1983 | 95 


WE NOW DISTRIBUTE 
COLOR MONITORS 


19-inch & 13-inch 


CALL US FOR THE BEST 
PRICES. WE ALSO HAVE 
ALL LEGAL CONVERSION 
KITS AVAILABLE & ALL 
CONVERSION SUPPLIES. 


SUZO JOYSTICKS 


with micro-switches 


POWER SUPPLIES 


CONVERSION 
JUNCTION 


A division of Galaxy Distributing 


(WE BUY USED COLOR GAMES) 
(918)749-0915 


$00 VALLEY DIST. CONVERSION KITS IN STOCK 


440 6th St. N.W., Sioux City, [A 51250 


(712)722-3807 MR. DO 
LOST TOMB TAC-SCAN 
POP FLAMER BUMP 'N’ JUMP 
GUZZLER BURGERTIME 
SPACE RIDER LOOPING 
MOGUCAAN PAC-MAN PLUS 


| WHOLESALE GAME SALES 


(RECONDITIONED) 
All Legal/No Copies 
Donkey Kong 


_ MONITORS/WELLS-GARDNER 19K4675 


Harsadar ; 19-inch color monitor — $265.°° 
lel . POWER SUPPLY / +5v @ 7amps; +12V & -5V @ 1 amp —— $45 
Many More To Sell! CONVERSION INTERFACE BOARDS/ stop re-wiring, 
For New Game Prices, Call: 
(408)946-4263 Available for 22, 44, & 56 pins —— $6.75 
COLOR CONVERTER BOARDS/ 
(for imported monitors —— $19. 


SPECIAL NOTICE 
purchase your used equipment from 


NEW ORLEANS NOVELTY CO. FOR BEST CASH PRICES CALL: 


In business for 50 years 
International reputation for selling C 0 Ni V E R S ( 0 Ni J U N CTI 0 N 
the finest used videos; flippers; & 
amusement games available anywhere. (a division of Galaxy Dist.) 
Each & every game beautifully Tulsa, Oklahoma 


refinished like new by experts 


 Seechamaeiar rave WE BUY USED COLOR GAMES 
(918)749-0915 


LATEST PRICE BULLETINS OR CALL 
Rose, Eddie, or Jean for latest prices 
3030 No. Arnoult Road 
Metairie, LA 70002 
Tel: 504/888-3500 
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ALL TOP VIDEO GAMES 


AU CTI O Ni © UPRIGHTS 


© COCKTAIL 
VIDEOS e PINS | S IC SPARE SAETS 
JUKEBOXES e POOL TABLES {J = awick Fouow-up 


& 
Prompt Delive 
oot 10:00 A.M. Saturday, June 25, 1983 mee Contact us erIGee iss & list. 
OKLAHOMA STATE FAIRGROUNDS NASA TRADING 
Arts, Crafts & Hobbies Building CO.,LTD. 
Oklahoma City, Oklahoma 2-9-8 Higashi Shibuya-Ku, 
Tokyo, Japan 
Tel: (03)4079603, 4079639 
Over 250 Late Model New & Used Telex: NASAT J 32243 
VIDEOS/PINS/JUKES/&POOL TABLES ca a ee 
will be sold at this Auction. Consisting of, Nakameguro Branch 


—" A/C No. 0111451 
but not limited to: 


Pole Position Ms. Pac-Man Joust 
Star Gate Centipede Black Hole Pinball 
Pac-Man Vanguard Silverball 


Defender Super Cobra Split Second Pinball 
Frogger Mouse Trap ‘Turtles KLOPP 
Donkey Kong Jungle King Make Trax 
Galaxian Galaga COIN 
* THERE WILL BE AN ASSORTMENT OF APPROXIMATELY 12 JUKES * COUNTERS 
U.S.A. QUALITY 
These games have not been hauled cross and proud of it! 
country. They are from area operators PEE OSS cE SS 
we e Metal Construction 
and suppliers. .. NO plastic 
: e One-Year 
TERMS: Full payment day of Auction. STRICTLY CASH; Cashiers ree. Lae les 
Check, Personal or Company Check ONLY with a Current Bank Letter of sMenuiachveder x 
Credit. NO EXCEPTIONS - please! For more information, Call 501/774- in America — “Wy 
0777 or 501/772-2226. Premises open 8:00 A.M. Day of Auction for ue pee 
Inspection. Must have complete removal day of auction. Uniformed © Parts always /- 
Security will be on duty. available- €—~J 
not imported 3 
AUCTION CONDUCTED BY: e ees reliable thru fe test 
time 
Mark C. Thomas & Garry Holcombe eS ‘eee eart 
P. 0. Box 5129 Call or write for information 


Texarkana, TX 75505 : 
501/774-0777 or 501/772-2020 KLO] ® 
KLOPP INTERNATIONAL, LINC. | 


AMUSEMENT SALES SPECIALISTS Ch ie 
INDOOR & OUTDOOR ineliei3)$229425 


TXE-053-1322 ARS-014-0484 x*rwryevnrx 
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PRICE CONVERSION} 
ms ca ROUGH!! § 3 


FOR ROWE CIGARETTE MACHINES 4 _ @ Any Price Range 
, | , Call us for ali your equipment needs. 
e we @ 


eres is eee Bia ae 


® Will vend up to $1.75 in & 
increments of 5¢. 


| © Same mechanical depen: 7 
dability using your pre- % : 
sent. totalizer. No elec- & Omega Race Donkey Kong Jr. Time Pilot 


tronic components. ¥* Pac-Man Frogger Tron 
| ® Accepts any combina ~ Pac-Man Plus Front Line Turbo 
cee Teme NS tion of nickels, dimes @& Pengo Galaga Tut 
and quarters. & Phoenix Galaxian Vanguard 
a, @ 4-minute installation on ¥ Popeye Gort Amidar 
_ location - Robotron Joust Baby Pac-Man 
® Send us your totalizer& Scramble Jungle Hunt Carnival 
-we will convert it ($5.00 & Space Duel Lady Bug Centipede 
Bece Clialaes ~ Super Pac-Man Make Trax Defender 
& Stargate Missile Command Dig Dug 
y Tempest Moon Patrol Donkey Kong 
Ms. Pac-Man 
TELEPHONE: Coin Up-Date Industries, Inc. % : 
4 Hulse Road f : » 
516-928-6868 f setauker ny.11733 | «108/962-9608 eee 


aan RCE EE A SK EE EE KE 


pesvccssovensenscueansensenucuseuscovssvsussosucsuecsecuecsesesssecassesauecasasessseussavasssesseussesed 


ANTED TO BUY 


PAC-MAN GA 


111-59 44th Avenue, P.0.- Box 19, aa, New York 11368 
212/592-7070 (ask for David) 


PLAY METER, July 15, 1983 


PPPPTTTTTTTTTTTI TIT Hoke ke eK KKK KK EK KK KR KK KK KK ok 2k ok ok ok ok ok ok 9k 


98 


+ & be ee en @ BWBVVA*WASS SOW 7A8SH De a NLA ad AR Al Pal A Pin LR di Rh =e 


3& A ELECTRONICS. 
LEGAL LOGIC BOARDS ..... 


$99, 

POWER SUPPLIES; MONITORS; DECALS: 
HARNESSES TO CONVERT OUR GAME BOARDS 
TO ANY MACHINE; CABINETS: 
ISOLATION TRANSFORMERS 
Box 306, Taylor, MICH 48180 


ik 3675-8 aoe 


&BVCVWWVTWTTLATVTSWTTWVVWTVTTWBTTWBWA7ATVUNVWVWSD VLA. UAVDVOS See.‘ 


cata ic a al 
AMUSEMENT CENTER FOR SALE 
Small route in Charleston, S.C. area grossing under 
2 Locations—36 video games owned, $100,000. Mostly videos. Some Juke Boxes. Write: 
others leased—Jukebox, Pool Tables, Mr. Clark, P. 0. Box 1442, Charleston, SC 29402 


Gourmet Hamburger Restaurant. 1 leased 
location - 1 owned includes real estate. 
Good gross. Low Down/Easy Terms. FOR SALE 

$350,000. ** 503/772-1011 TOLL FREE Carousels, three horse, 25¢ coin operated. 
1/800/547-2056 ext. 230 - Crater Lake Real Freshly painted, good security, ready to 
Estate Inc., 1050 Crater Lake Ave., operate. $1600 each. Kiddie Rides, Box 
Medford, OK 97504. 1499, Eustis, FL 32726 (904) 357-9872. 


Used Video Games 


R. M. Leasing 
1312 N. Loop 
Houston, Texas 77009 
713/880-0988 


COMPLETE BOARD & CRT 
REPAIR FACILITY 
Now open serving the 
Washington D.C. area 


COMPARE OUR PRICES & 
TURN AROUND TIME!!! 


703/437-0627 


CHICAGO COIN AND UNITED BOWLERS 
— $200. each or 3 for $500.°° 
* LIMITED QUANTITIES AVAILABLE * 


Phone 301/485-3700 Collect 
To Place Your Order 


Columbia re Service, Inc. 
VIDEOS FLIPPERS 


* we 


MUSIC CIGARETTE 
BOXES — MACHINES 


6424 Frankford Avenue, Baltimore, | wi 21206 
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why pay more? 
USE NATIONAL TICKETS 


/ Custom Printing for your machines 


1650 B'way at 51st St. NYC 


} NATIONAL TICKET 


(212) 757-1426 
Jack Conway; President 


REPLACEMENT MARQUEES 
For all current games 
$25 | 
0.E.M. prices available 


E-PROMS 
2764's - 8.50 each 
2732's - 5.00 each 


SUZO JOYSTICKS 
with micro switches 
$15.00 each 


Power Supplies - KGD - 23 
$45.00 each 

- +5V / 6 amp -5V / 1 amp 
+12V / 1 amp 


NEW WAY VIDEO SYSTEMS 
21 Langdon Street 
Everett, Ma. 02149 

617-322-2033 


COLOR 
MONITORS 


© High Quality 
e Best Value 
@ Stock In 


San Francisco: 415/364-8314 
New York City: 516/567-6854 
Chicago: 312/441-7666 


ALGOL TECHNOLOGY, INC. 
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NOW IN STOCK 
CALL NOW FOR IMMEDIATE DELIVERY 


BAR-REST 503 S. Federal Box 914 
Equipment Co. Mason City, IA 50401 


515/424-2625 
or 


Fort Dodge 
515/573-2977 
AUTHORIZED ARACHNID DISTRIBUTOR 
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USED GAMES FOR SALE 


Best Shape @ Best Price 
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* LOCATION READY * 


COLORADO : : 

S.W. Plaza At all locations listed below: NEW & USED GAMES 
Littleton, CO \ 

303/973-6334 

GEORGIA MARYLAND PENNSYLVANIA ie Ms. Pac-Man ae is $1995 
Valdosta Mall Francis Scott Key Mall Lycoming Mall , Buck Rogers ee aie Fe 2095 
Valdosta, GA Frederick, MD Muncy, PA 4 


~ 912/247-8333 301/662-2007 717/546-8460 


4 Jungle King ...... 1595 
s Mr O61. ...c-53.53% 1495 
Defender ........ 795 


HAWAII MICHIGAN 

12 Locations West Main Mall Northline Shopping City 
Home Office Kalamazoo, MI Houston, TX 
808/682-5763 616/342-6528 713/694-9592 


KANSAS MISSOURI UTAH 


Indian Spring Shopping Center Bannister Mall Crossroads Plaza 
Kansas City, KS Kansas City, MO Salt Lake City, UT = Tempest a 795 
913/596-2222 816/761-2611 801/364-9552 TION: osha. 1495 


Super Pac-Man.... 1795 


KANSAS NEW MEXICO 


Oak Park Mall Ani Valley Mall 
Overland Park, KS papaleny ee Space Duel....... 795 
913/492-3007 505/325-9478 Pengo péess NZS 


CALL OR WRITE 


Brenda Dumaran Linda Fernandez 
Fun Factory —or— Fun Factory 
Oak Park Mall 246 Oihana St. 
11671 W. 95th St. Ewa Beach, HA 96706 
Overland Park, KS 66214 808/682-5767 
913/492-3007 


= LEARN TO REPAIR VIDEO GAMES 


VHS or BETA — $395 
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Call: 609/448-0 
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DON'T SIT ON youR “‘ASTERQIDS’'! 


CONVERT TO NEW HOT FULL COLOR GAMES 
WITH XC-100 ASTEROIDS CABINET CONVERSION KIT 


All you need is a PC Board 


*% $469,00% 


| 
| 
: 
KIT INCLUDES: 
| 
2 
: 


* 19” color monitor * Choice of control panels 

* Clear header * Monitor bracket template for easy mounting 

* Monitor mounting bracket (allows both * All required hardware 

vertical & horizontal picture tube mountings) * Easy instructions onus 

* Picture tube bezel * All you need is a PC board kits 

* Joystick, buttons, and switches included ae 


* Tinted plastic safety screen 


THIS IS A SUPER KIT! IT IS WELL ENGINEERED & CAN BE 


INSTALLED IN LESS THAN 2 HOURS 
“YOUR TOTAL SATISFACTION IS GUARANTEED” 


VIDEO GAME OUTHET, INC. 
15000 Main Street a1 3/51 6-9525 


Gardena, Calif. 90248 
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AS YOU RAMBLE ON THROUGH LIFE 
WHATEVER BE YOUR GOAL 
®©e@eeeeee @e ® @ 
KEEP YOUR EYE UPON THE DOUGHNUT 70 ee 


AND NOT UPON THE HOLE 


If you paid $2700 for your ZAXXON, DEFENDER, SPACE DUEL and others. . . 
and it’s dropped to only $25/week.... Now is the time to do something. 


$13.32tc REVIVE YOUR $2700 ZAXXON 


Our Rapid Fire kits will help your machine back to those GOOD OLD DAYS 
Just listen to these users. . . 


Our new kits for ZAXXON & DEFENDER 


“Thank you Rapid Fire, you draw all the kids back hme 
e Adjustable firing rate. 


to my DEFENDER, everyone wants to try this 


; a @ Easy installation—no touch on main board. 
Swi ira e Decals for front glass & fire button. 


e 90 days full factory warranty. 


“1 put Rapid Fire in my ZAXXON and found more t 95 ; 
coins in this one than my new SUPER ZAXXON $18’ each or 3 for 39° , 
next day.” | (Calif. residents add 6% sales tax.) . 2 
3-D Fun Center, Texas. g Mail check or money order to our new address: id 
» RAPID FIRE a 

For Corp: call (415) 564-9768 ‘ 1827 Haight St., Suite 81, San Francisco, CA 94117 ‘) 

266 6 6 6 6 2 ee ee ee ee 2 ee 2 ee ee Ge a Ge = os 
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NEWS BRIEFS....... 


A bill introduced in the Michigan House of Representatives to ban 
video and pinball machines near schools and in residential districts 
+n the Detroit area has been delayed. Detroit representative Burton 
Leland, a bill sponsor, said the games cause problems with young people 
and that there are too many of the machines in the area. 

Walter Maner of the Michigan Coin Machine Operators Association 
and a Detroit operator testified before the city government contending 
that the proposed ban is a local matter that shouldn't be handled by 
the state legislature. Maner admitted that there is a proliferation of 
games, but added that "the economics of the situation will take care of 
that." According to Maner, the focus will now shift to the Detroit 


Tennessee Governor Lamar Alexander signed a video games tax joys a 
that calls for a $100 per machine tax. (See Play Meter, June 15, Dose) 
The: bitl.woed into. erreet: January 15, 1Istacsays see awa ee eee a eee 


The Amusement Games Manufacturers Association (AGMA) will stage an 
industry exposition in 1984 on February 17-19 at Chicago's Expo ‘Center. 
AGMA, which is composed of 35 coin-operated amusements manufacturers, 
held its annual membership meeting May 20-21 in Alexandria, Virginia. 

Ron Judy of Nintendo, Frank Fogelman of Sega, and Robert Lloyd 
of Data East were elected to serve three-year terms on AGMA's board of 
directors. Also elected was Taito-America's Paul Moriarity to fill an 
unexpired term formerly held by Jack Mittel who resigned from Taito. 

ACMA officers elected for 1983-84 are Joseph Robbins, president; 
Richard Simon, vice president; Glenn Seidenfeld, secretary-treasurer, 


and Glenn Braswell, assistant secretary. President Joseph Robbins was 
given the association's highest service award which will carry his 
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MorTronics Inc. officials attribute a fourth quarter loss to a de- 
cline in revenues by Continental Divide Distributors as a result of 
the current industry slowdown and to depressed economic conditions 
nationwide. MorTronics, however, sees growth opportunities available 
as "“under-capitalized companies become more likely acquisition candi- 
dates," Nate Dolin, chairman of the board, said. "Distributor offices 
are now being opened in new cities by both Continental Divide and 
Circle International. We plan to continue to expand both as a distri- 
butor and route operator of coin-operated video games and to look for 
acquisition opportunities in other service-related businesses," Dolin 
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Sega Electronics has increased production of Congo Bongo by 25 
percent in response to the broad-scale demand for the game, company 
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Centuri's revenues for the first quarter ending March 31, 19:33. 
were $35,360,115 with a net profit of $75,027, or $.01 per share. 
This compares with first quarter 1982 revenues ef $4,534 5,9232.and: a ner 
loses Of SO73,6234 or 6.03 Per Shere... icnees ss tewe sees eee ine ate ese 
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INCLUDES: 

-O Master PC Boards 

O Cassette Deck 

O Harnesses 

O Control Panel Graphics 

O Side Panel Decals 

O Monitor Plex Modifications 


| O Marquee Modifications pS\ 
: EP Buy the DATA EAST 
ne pS\F Multi Conversion Kit. 
DvD You’re not converting to ONE GAME... 


You’re converting to ALL QUR GAMES... like: 


SP ) 


MORE HITS TO COME 


There are over 35,000 DATA EAST interchangeable machines in operation throughout 
the world, so you can be sure the system is thoroughly proven. And you can be sure that with 
over 7O game developers at DATA EAST Japan, we will keep caming up 
with great new games! 


Call your DATA EAST distributor TODAY. Bea partof the CONVERSION WITH AFUTURE! 
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© Five challenging games in one video adventure recreate the Gao Se | 
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“world of Krull and Colwyn’s struggle to rescue his princess ‘fom |. ===ummumm. 5 WiC 
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_ the Fortress of the Beast. — vam eee EAH yt 
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D. i Gotilleb & Co.. 165 W. Lake St., Northlake, IL 60164 (3129862: -7400 © a a ? we 


_ Toll: free Selvice Hotline: (800) 323-9121, In Illinois p00 1942: -1620° a BA © 1983 
ae ics em 1 ' ~*~ Columbia Pictures 
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